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Welcome to the second issue of Volume 1 of ELECTRONIC ANIMATION 

VELOCITY! This issue reprints the Fall 199@ issue of ANIMATION 

VELOCITY organized as a ASCII text file. Those of us here with the 

Anime Publications Bureau (APB) and with Fans of Animation in 
South 

Texas (FAST) hope you enjoy this issue. The APB staff (all two of 
us) 

realize that printing a high-quality small press publication like 

ANIMATION VELOCITY with a tiny print run drives the cost well 
above 

what most anime fans can afford to pay, even though we not only 

Operate the zine as a not-for-profit publication, we lose money on 

each issue we print (because we do not charge enough to actually 
cover 

our printing and production costs). We have been producing monthly 

animation fanzines for various animation clubs since 1985, but 
after 

the ninth issue of ANIMATION VELOCITY, we switched to a quarterly 


schedule both to allow the editors/publishers to actually have 
time 

for other non-anime fan projects and to allow the zine to go from 

digest-size to full magazine-size (to better display all the great 
fan 

artwork that we print (and that you lose in the computer text file 

version). 


We have also decided to release each new issue of ANIMATION 
VELOCITY 

in computer text file format about 6 to 8 weeks after the printed 

fanzine version is mailed to subscribers so that we can make all 
the 

information and articles we publish available to more anime fans! 

There have been three Volume Zero issues of ELECTRONIC ANIMATION 

VELOCITY, each reprinting three of the published monthly issues of 

ANIMATION VELOCITY. This issue (the second of Volume One) 
reprints 

material from the second quarterly issue. Some new information 
(this 

introduction, the Anime Fandom Information, and the Usage Notes) 
have 

been added for the computer text version. And, as mentioned 
before, 

all the wonderful fan art printed in the original fanzine versions 
of 

ANIMATION VELOCITY has had to be omitted. 


ELECTRONIC ANIMATION VELOCITY and the articles it contains are NOT 
in 

the public domain and may NOT be reprinted in any publication 
except 

in strict accordance with our reprint policy (see the "Usage 
Notes" 

article). The Anime Publications Bureau protects the efforts of 
its 

writers from those misguided fen who like to print articles others 

have written to sell at club meetings and cons for a tidy little 

profit (for themselves, their club, a con, or a business, it does 
not 

matter). However, we especially take a dim view of those egoboo 

hungry fans who like to take the work of others and reprint it as 

their own work. We are making a great deal of anime information 

available to you for FREE. Please do not rip us off. Both 
editors 

have been in fandom for many years (longer than many anime fans 
have 

been alive!), know how to use the "fannish grapevine," and will 

eventually hear about what you do with our material that you 
should 


not be doing....probably much sooner than you could imagine! 


We Know that some of you will not like the mix of articles that 

appear in this publication. We can only print what we receive. If 
you 

want to see articles on your favorite series or feature, you need 
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see that we get a nicely-written article on that series or 
feature. 

If you cannot write such an article, you need to try to talk 
someone 

who can into writing and submitting such an article for 
publication. 

We have a nice stable of writers, but they write articles on 
things 

that interest them -- and as the subscription rate for this 

publication does not allow any money to pay them for their long 
hours 

of work, we have no right to tell them to translate material and 

write articles on series and features that do not interest them! 
If 

you would like to write articles for ANIMATION VELOCITY (and hence 

for ELECTRONIC ANIMATION VELOCITY), please see the submission 

guidelines in the "Usage Notes". 


Anyway, enough of this boring nonsense. Enjoy our fifth issue! 
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== Publishitorial == 


This issue brings to a close a full five years of publishing anime 

fanzines. I published my first, SAFR #1, in September 1985. In 
January 

1986, this publication was renamed The C/FO-San Antonio Newsletter 

which was published monthly until April 1988 (skipping two months 

therein to allow more time for the second C/FO reorganization). 
For 

the following 13 months, I published Celluloid Diversions, the C/ 
FO's 

optional monthly newsletter. With the long-overdue death of the C/ 


FO 

in 1989, I began publishing Animation Velocity. In between 
publishing 

all of these issues, I handled all sorts of irregular anime 
publishing 

projects: I published six or seven issues of the New C/FO Bulletin 

(under various names), two C/FO membership directories, various C/ 
FO 


chapter handbooks, one FAST membership directory and handbook, a 
Saint 

Seiya Guide, a Samurai Troopers guide, a Gatchaman guide, an Ideon 

guide, monthly issues of the C/FO's business discussion magazine, 


one 

FAST newsletter, etc: over 1500 pages of anime fanzines and 
guidebooks 

alone —— not counting all the membership directories and club 
business 

publications; the page count goes well into the second thousand if 
you 

do count those publications! 

All of this has been a great deal of work that has fallen mainly 
on 


my shoulders. At first, Robert Gibson would help with the 
proofreading 

and the collating, then he got tired of it and the proofreading 
was 

left to those errors my spelling checker could catch (few of them, 
I'm 

afraid, as I don't make spelling errors as often as I type the 
wrong — 

— but correctly spelt -- word) and Ray Elliott took over the job 
of 

collating and mailing. The workload would not have been so 
tiresome 


if publishing was all I was expected to do for anime fandom. 

Unfortunately, it was far from all I was expected to do. I had to 
try 

to save (and then run) the Collapsing Fan Organization (and did 
manage 

through heroic efforts and a really mean disposition to prolong 
its 

life for three years or so, through it was not worth all the 
effort), 

handle most of the work of running the local group (C/FO-San 
Antonio 

first and now FAST), copy tapes of anime TV shows for just about 
any 

fan (without even asking for anything in trade), etc. Although I 
have 

had some help on all of these additional activities, most of the 
work 

seems to have always fallen to me. 


Even with Patricia Munson-Siter's moral support and numerous 
articles 

and drawings for this zine, I'm basically burned out -- far too 
much 

has been asked of me (and too little has been given back to me by 
any 

but my close friends) by anime fandom over the last five years. I 

tried to bow out of FAST by giving the club six months notice that 
I 

would not be running for a third two-year term as a FAST Director 
back 

in January of this year. However, when it came time to hold the 

elections, only four people were willing to run for the five 
positions 

—- so guess whose odd sense of responsibility made him volunteer 


to 

run again (although I did not promise to serve out the full term)? 

Thankfully most of the real work of running the club is no longer 
in 

my hands. However, together with everything else, it was too much 
to 


avoid a case of anime burnout, so I am announcing the following at 
this time: 
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* My resignation from the FAST Board of Directors effective at 
the 

close of the November 1990 FAST Business Meeting (this delay will 

allow a special election for that meeting to be called under the 
FAST 

bylaws). I was one of the local group's first six members and have 

held a working office (as opposed to a title) for four years, I've 

done more than my share. It's time I got to sit back and do 
nothing 

but occupy space and bitch just like everyone else. 


* The closing of the Tape Library at the end of November (any 
tapes 

not completed by then will be returned uncopied). I will still 

volunteer to make copies for close friends (anytime), other major 

anime clubs (as I have time), and people who ask extremely nicely 
and 

really need the tape (when I really have time and really feel like 

it), but the days of "send a tape and I'll try to rush you a copy" 
are 

over. The job of handling the library was never supposed to have 
been 

mine to begin with —- and after over three years of it, I feel as 
if 

I have done much more than my share. It's time I actually got to 
watch 

the tapes I have (and maybe got to send tapes to others for free 

copying like I did for them). 


* Unless we start getting a great deal more actually submitted 

material instead of just promised material, the publication 
schedule 

of this zine will change from "really quarterly" to simply 
"officially 

quarterly" (just like Animag and Protoculture Addicts are 
"officially 

quarterly" although their actual publication of issues of these 

professional zines are often four to six months apart). This would 

meet that AV would probably be published once every 4 or 5 months 

(assuming people keep submitting material at the current rate, if 
less 

is submitted, it will be even longer between issues). If the 


material 

comes in, AV will come out on time. If the material does not come 
in, 

AV will not be published until enough material does come in and I 
am 

not already involved in another already scheduled publication 
project 

(like Argon of Cantee's Dragonwings or the pagan journal SheTotem 

which I recently volunteered to help with production chores on as 
a 

close friend has taken over as editor). Yes, this does mean that 
Lf 

enough material finally comes in to publish an AV, but I am 
involved 

in publishing, say, Dragonwings at that time, AV gets to wait some 

more. If you want a quarterly AV, you need to submit material to 
help 

fill it up. Both Pat and I are very tired of having to scramble to 

write something to fill up blank space in this publication. As I 
have 

said before, both Pat and I have more to do with our lives that 

produce a fanzine that costs us money instead of making us money. 

Don't get me wrong, we do not object to publishing the zine 
without 

making any money off of it, but we DO object to being forced to 
devote 

more of our time that we can afford to publishing it! We simply 
should 

not have to write anything other that editorials and the like for 
it 

unless we have the time, the interest, and the desire to -—- we 
should 

not feel that if we do not make the time to write major articles, 

there will not be enough material to fill the zine. This new 
policy 

is effective immediately. Please note that Animation Velocity will 

Still be more regular than most fanzines and no worse than the 
anime 

prozines even under this new publication policy. 


I do not want to get letters (or phone calls) complaining about 
any 

of these decisions —- any that I get will be trashed unread and 

unanswered. I have given more of my time and effort to non-profit 
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anime fandom over the past five years than anyone else I know of 
in 

this country. In fact, while it sounds like bragging, I'm pretty 
sure 

that I have done more for non-profit anime fandom in this country 
than 

any other single fan (and every group of fen that I know of, for 
that 

matter) in the history of anime fandom in this country -- the only 

other people that really come close are my co-editor Patricia 
Munson- 

Siter (without whose writing efforts our zines would have been 
thinner 

by far in more cases than I care to count), Meri Wakefield 
(without 

whom the EDC would still be the joke looking for a punch line that 
it 

was a few years back), and Fred Patten (the only active C/FO 
member 

in southern California who seemed to have any idea what was needed 
to 

run a national organization and person mainly responsible for 
pre-1985 

anime fandom in North America). The fact that a number of anime 
fen 

hate me because I dared to have morals and dared to expect them to 

contribute their time and skills for the good of anime fen 
everywhere 

(instead of just their personal friends, those who would pay them, 
or 

those who showed up at their local meetings), does not take 
anything 

away from what I have managed to accomplish (especially when you 

compare it with what little most of my detractors have done for 
anime 

fandom in this country <<grin>>). I think that Pat and I deserve 
some 

time off. If you don't, you are entitled to your opinion, but 
don't 

let any of my close friends hear it -- I've been told that they 


are 
all more than willing to put such rude complainers (except those 


if any -—- who have actually done more than myself in the last five 
years for anime fandom) in their proper place. Some of you might 
finally find out that there are people meaner than me! 


Finally, I'm not leaving anime fandom -—- if I were doing that, 
we'd 

shut down the APB —- I'll still be active on the Fidonet anime 
echo 

and I will still attend cons. I'm just trying to make some time 
for 

"real" SF/F fandom and some type of non-anime social life again. 
AS 

amazing as it many sound to the Stukey-bashers, I have numerous 

friends in SF/F fandom and in gaming who have missed me these last 

five years and will be very happy to have me back. 


Randall Stukey, 
Publisher 
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== Animated Thoughts == 
== The Direction of Anime Fandom Controversy == 


What should be the purpose and direction of anime fandom? This 
debate 
has been quiet for a couple of years now, but it looks Like this 


old 

controversy is coming back from the dead —- yet again. I've never 
said 

much about it because I have always considered fandom's detractors 
to 


be a small minority who are upset because they can't use anime 
fandom 

as an easy stepping stone to a money-making career. However, as 
this 

topic has resurfaced at a time when I was really searching for a 
topic 

for an editorial, I've decided to tackle the subject head on. 


Let's start by examining why people are in anime fandom. Generally 
the 

vast majority of people become involved in a fandom because they 
are 

really interested in the subject of that fandom (anime, in our 
case) 

and want to be able to interact with others who do not consider 
their 

interest silly, childish, or weird. In anime fandom there is an 

additional motivation, if you are not at least peripherally 
involved 

in anime fandom it is hard to get tapes, LDs, CDs, toys, and 

information on your interest! Getting information and interacting 
with 

others who share their interests are the only reasons the great 

majority of anime fen are involved in fandom. For the most part, 
these 

fen are not doers, while they may give lip service to the goals 
and 

desires of fan leaders (see the next paragraph), they really don't 
see 


any reason to do anything but sit back and enjoy anime. Let's 
Simply 

call these folks fans. As the majority of people fall into this 

category, there is certainly nothing wrong with being a fan. 


The second largest group (although this is a tiny faction, perhaps 
as 

low as one percent of the total number of anime fen) are involved 
in 

anime fandom because they enjoy running clubs, publishing 
fanzines, 

running convention anime rooms, and doing the work that makes it 

possible for the group discussed in the preceding paragraph to 
have 

a fandom to enjoy. Let's call these people fan leaders —- not 
because 

they are always in obvious leadership positions in fan clubs but 

because it is their effort that keeps the fandom alive. These are 
the 

people who have ideas and goals and are willing to try to do the 
work 

to implement them. Unfortunately, the goals and desires of one fan 

leader are often not the same as those of another. When these 

different goals and desires come into conflict, you get fan feuds 


the fan leaders on one side of an issue (and those fans who are 

involved with them) stand around and yell/write nasty things about 
the 

fan leaders on the other side of the issue (and those fans who are 

involved with them, naturally) and vice-versa. Many fans seem to 
think 

that fan leaders are in fandom only to promote themselves. 
However, 

this is almost never the case! Almost all fan leaders are in 
fandom 

because they enjoy fandom and the ideas they espouse are generally 

what they personally believe is best for fandom as a whole —— not 
what 

is best for themselves. As hard as it is for many fans to believe, 

many fan leaders would rather be just a normal fan but they 
realize 

that someone has to do the work or else the fandom will cease to 

exist. 
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There is a third very tiny part of fandom —- the self-promoters. 
These 

folks are in fandom apparently for the sole purpose of advancing 

themselves ——- generally in areas outside of fandom. The self- 
promoters 

generally do not see fandom as anything but a stepping stone to 
their 

goals (perhaps to write professionally, animate professionally, 
etc.) 

Or aS a means of increasing their success outside of fandom. 
Despite 

what you may think, there is nothing inherently wrong with being a 

self-promoter, most SF writers, for example, are involved in 
fandom 

for this very reason and few would consider their involvement 
wrong! 


However, while the fans and the fan leaders share a common goal —- 
ris enjoyment of fandom for its own sake (although they often have 

extremely different opinions of exactly how this should be done), 
a self-promoters generally do not share these goals. The worst of 
eye pay lip service to real fannish goals while trying to warp 
a goals of fandom to match their personal needs (sell more books, 
Daas money, etc). Because of these major differences in goals, the 

self-promoters often see fandom as "unproductive" because it is 
sa oriented toward professional accomplishment, making (them) a buck, 
7 enhancing their reputation. Don't get me wrong, the majority of 
aT ston cea realize that fandom is not a professional organization 
a a for-profit business -- even though they may not understand why 
o these fans (and especially the fan leaders) are wasting their time 
in 


fandom when they could making money off their efforts! However, a 
number of self-—promoters have a bit of trouble understanding that 
their personal goals are not the goals of fandom as a whole —- and 
never will be. 


Now we are ready to take a look at the controversy. Back in one of 
the 

early issues of Animag, Mike Ebert wrote an editorial deriding 
anime 

fandom in general and the C/FO in particular, although it was not 

mentioned by name (just by history), because fandom, in his 
Opinion, 

was not being as productive as say, Star Trek fandom or Doctor Who 

fandom, as it was not holding independent conventions and pushing 

major letter-writing campaigns to get anime on TV. Mr. Ebert, of 

course, ignored two major facts about anime fandom. 


First, anime fandom was not nearly as big as either Star Trek or 

Doctor Who fandom! While there are tens of thousands of active 
Trek 

and Who fans, the total combined membership of the four national 
anime 

fan clubs of that time was less than 1000 people (the average 

membership of the C/FO during its 13-year life was only about 230 

people, at its largest -- during the height of the Robotech craze 
in 

1986 -- there were only about 415 members). Directly comparing the 

results achieved by (tiny) anime fandom with (huge) Star Trek 
fandom 

made very little sense to anyone who actually stopped to think 
about 

it. 


Second, fans of Trek rally around one show: Star Trek —- all of 
those 

tens of thousands of Trek fen all have an interest in seeing that 
one 

show on the air. The same is true of Doctor Who fen. However, 
there 

is no one show that all anime fen can rally around. If you are a 
fan 

of Gundam but not a fan of Urusei Yatsura, chances are you would 
have 

no interest in participating in a letter-writing campaign to get 

Urusei Yatsura on the air! Again, comparing anime fandom (with its 

many fragmented interests) with Star Trek fandom (with its single 

monolithic interest) was like comparing apples and oranges. 
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What made this editorial sound even less well thought out in 

retrospect was that after it ran, Animag apparently got letters 
from 

anime fen who read it asking for the addresses of studios and 
other 

places so they start letter-writing campaigns. What did the 
original 

Animag editorial staff (please remember none of this silliness 
should 

be laid at the feet of the people NOW running Animag) decide to 
do? 

Publish a note in the zine that they would not give these 
addresses 

out (or even what studios owned what rights in America)! Talk 
about 

confusion: the left hand complains that there are no letter 
writing 

Campaigns and the right hand refuses to give out any addresses for 

such...» (Why this odd decision? I can only guess. Perhaps the 

original Animag staff thought these addresses were a big business 

secret -- even through you can easily find them in publications 

available at any good-sized library.) 


This editorial caused some brief discussions among the fan 
leaders, 

and perhaps put the germ of the idea for Project A-Kon in the 
heads 

of the EDC leadership (I know all the Texas clubs discussed the 

possibility of someday holding an animation convention about that 

time) -- and little more was heard on the subject of fandom being 
non- 

productive....until now, that is. Protoculture Addicts #8 (by the 
way, 

I highly recommend obtaining a copy of this issue —— because of 
Jean 

Carrieres' editorial "Why is Minmei Minmei?") published an 
interview 


with Robert Napton and David Riddick of Books Nippan/US 
Renditions. 


In this interview, Protoculture Addicts asked the question: "What 
do 

you think of the anime fandom?" and Robert Napton replied: "Not 
much, 

No, I think in L.A. it's mostly unproductive and a good way for 
people 

to get the wrong exposure to Japanese animation. With efforts like 

Animag, Protoculture Addicts, etc. fandom can be transformed into 


productive endeavor. But there isn't much of that happening in my 
opinion." 


Well, I find myself in the very unusual position of having to 
defend 

LA anime fandom from one of the silliest charges I have ever 
heard. 

Over the years, I have claimed that LA anime fandom was very 
insular, 

thought itself the center of anime fandom in the country even 
though 

they hadn't done much for anime fandom outside LA since the early 

eighties, and the like. However, I have never once tried to claim 
that 

it was not productive for those anime fen who live in the area! 
With 

two or three (or more) different clubs meeting every weekend, many 
of 

which have small newsletters which they publish, I do not see how 
LA 

area fandom can be called unproductive -—- except by those who 
elect 

to measure fan productivity by an outside of fandom yardstick. 


Mr. Napton's comment seems to ignore all of anime fandom outside 
of 

the LA area —- which in this day and age is MOST of anime fandom. 

Anime Hasshin, the APB, the EDC, the Greater Chicago Megazone, and 

SDF-Fort Worth all have large and regularly published anime 
fanzines 

(a couple of these have a much better record of being published on 

schedule than Animag or Protoculture Addicts). Anime House has 

published a large number of anime fiction fanzines —- with more on 
the 

way. The APB is publishing series and OAV guides. There are four 
or 

five huge anime apas (not to mention many smaller ones) in 
operation. 


There are several large national fan clubs with memberships equal 
to 
the average membership of the now defunct C/FO. Fidonet now has an 
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anime echo on the backbone. The text file version of this 
publication 

is being distributed -—- for free -—- to BBSs around the country by 
the 

Software Distribution System. The first national animation 
convention 

was successfully held this year in Dallas, Texas: the attendance 
has 

been reported to be over 400 -- making it bigger that the first 
furry 

fandom convention (anime fandom is often compared to furry fandom 
for 

some reason unknown to your editor). Almost all the anime fan 
clubs 

have rallied behind Streamline's theatrical anime releases —— 
urging 

their members to see them as many times as they can. More local 
anime 

groups are springing up every month. 


All the activity in anime fandom over the last eighteen months can 

only be considered unproductive if you measure productivity solely 
by 

the amount of monetary profit made (or the number of anime TV 
shows 

shown on network TV uncut) -- and the only people in fandom who 
seem 

to do that are the self-promoters; the fans and fan leaders 
measure 

productivity by the amount of fun they have had and the amount of 

fannish activity successful accomplished. By these normal fannish 

standards, the last eighteen months have been the most productive 


in 
the history of anime fandom. Anime fen everywhere should be proud 


of 

what we have accomplished. Of course, we should strive to improve 
and 

do even more over the next eighteen months -- but no fan or fan 
leader 


should let the pronouncements of the self-promoters out there 
belittle 
your rightful sense of accomplishment by claiming that what we 


have 
done is not productive -—- by their measures of "being productive" 


when it is quite productive by the standards of fandom itself! 
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== Things I'd Like to See == 
SSSssss=====by Paul Sud Llow== 


1. A new Miyazaki movie that doesn't feature a young, independent 
girl 
who comes of age while on some areonautical adventure. 


2. A Gundam movie or series which doesn't introduce any new mecha. 


3. ANY American animated series that refuses to add a "cute" 
mascot 

character to its cast (well, okay, little Maggie Simpson doesn't 

count). 


4. A Yamato BGM score with no wailing violin parts. 


5. A Rumiko Takahashi male who can hold his own with the female 
members of the cast. 


6. A C.J. Cherryh male who can hold his own with the female 
members 
of the cast. 


7. A final Saint Seiya movie with no survivors. Violin parts 
allowed. 


8. C-ko as Golgo 13's next assignment. 

9. A Star Trek movie in which someone other than Scotty is allowed 
Bs fix something on the Enterprise. 

10. A Dirty Pair story in which Kei and Yuri discover just why 
a et don't wear high heels in combat situations. 


11. A voice actor who can actually sound like Mel Blanc's Bugs 


Bunny. 
12. A bootleg "Hey, a Japanese Bart Simpson!" T-Shirt. 


13. A Desslar movie, mainly so people will stop circulating that 
stupid rumor. 


14. The 700 Club obtaining a copy of Not Ninja High School. 


15. A "Best of Club Rules" issue of AV, reprinting the most 
exciting 

parts of the C/FO and FAST bylaws revisions, with a special 
section 

reprinting the best of Randall's editorials. 
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== Project A-Kon == 
== America's First National Animation Convention == 


== Background == 


The first national EDC convention was held on July 28th and 29th 


of 

this year at the Richardson Hilton in Richardson, Texas (one of 
the 

northern suburbs of Dallas). Despite what you may have read, this 
was 


not the first animation only convention held in this country. 
Several 

years ago the Magnesses held two Animagics and at least one 
Yamatocon 

in Dallas. As these cons drew a respectable attendance for the 
size 

of the active fandom (a couple of hundred for the Animagic that 
had 

"Riba West" as a guest, as I recall), perhaps you can understand 
the 

amusement many Texas-area fen felt when various fen on the west 
coast 

would complain about the lack of conventions aimed solely at 
animation 

-—- it seemed obvious to some of us that these writers were either 

completely out of touch with what was going on in anime fandom 

throughout the country or they simply did not count things as real 

unless they happened on the west coast! If all fairness, however, 

these cons were held back in the days when the only way available 
to 

reach anime fen were to print flyers in Fred Patten's C/FO 
Shoptalk 

or my C/FO-SAN (as these were the only publications regularly 
coming 

out that reached fen around the country). Therefore, the vast 
majority 

of the attendees were from Texas and Oklahoma. Despite the fact 
that 

Project A-kon was put together in about six months, it drew 
attendees 

from both coasts as well as the Texas area -- so it really 
deserves 

the right to claim the be the first NATIONAL animation convention. 


Instead of printing a boring description of the con in my usual 

humdrum style, I have decided to print two first person con 
reports, 

one from Steve Krueger and one from myself in the hope that some 
of 

the fun we had at Project A-Kon will run off on you —- and you'll 

start planning now to join us in 1991 for Project A-Kon Part II 

(probably in the September-October time frame, last I heard). The 


scanned pictures (I have no idea if they we print well, so if they 
do 

not, my apologies) were taken by Jack Thielepape and the sketches 
were 

done by Steve Krueger. A big thanks to both! 


== A-KON Report == 
== by Steve Krueger == 


The first Project A-Kon was a resounding success for me. I really 

enjoyed the intimacy of this relatively small con. It provided 

everyone the chance to get to know one another better while 
enjoying 

all the animation related events! My only complaint was that it 
ended 

too soon. 


I left for Dallas from San Antonio around 4:30 in the morning with 
my 

friends Randall Stukey and Ray Elliott. The six hour [it's only 
about 
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200 miles, or 4.5 hours, Steve —- RSS] drive was made enjoyable by 

good conversation and the exciting landmarks. Landmarks like: the 
Wal- 


Mart Distribution Center a building so big you could land an 
airplane 

on it's roof!, Flea World, a billboard intended to be confused 
with 

Sea World!?!, the Walnut Bowl Factory where you can get factory 

discounts on walnut bowls so you can buy a truck load of them as 
gifts 

for friends!, and the HIGHEST point on the journey —- Carl's 
Corner, 


home of the Giant Lacquered Frog Band (we're talking Zentradi!). 
These 

three massive poly-styrofoam frogs danced and played their 
instruments 

on the roof of this truck stop overlooking I-35. Ever entertaining 
day 

or night these three amigos were always a source of cheap 
amusement. 

VERY regrettably we recently heard news that Carl's Corner burned 
to 

the ground. Hopefully the frogs will get a new gig somewhere 
between 

here and the pearly gates. 


We arrived at the Richardson Hilton just a little before 10 a.m. 
when 

Project A-Kon was scheduled to start. I received my P.I.P. Pass 

(Probably Interesting and/or Important Person like a guest star or 

someone Like that!) and soon found a table to set up on in front 
of 

the dealers room. I began hauling in my stuff and during which I 
ran 

into the legendary Jim Reader who began making references to a 
shared 

experience from the last Larry Con [Dallas Fantasy Fair -- RSS]. 
We 

both had a good laugh. Outside I ran into Robert Gibson (of 
Harlock 

fame) and his lovely wife Alicia, who had just arrived from San 

Antonio. 


Soon we were in business, Robert and I were sharing the table 
selling 

our comics and Anime goodies. Out of nowhere came a con type 
person 

pointing their finger at me and tossing words at me about needing 
to 

be somewhere! In no time I'm at the opening ceremony in the 
Graviton 

Institute, (notice they renamed all the rooms after places from 

animation series. where the room was filled with people who stared 
as 

I entered the room late. After all seven of the guest were rounded 
up 

the introductions took place. The nice selection of guest 
included: 

Louis Scarborough Jr. (a prolific animator who worked on 
Bravestarr, 

Rock and Rule, Lord of the Rings, Teenage Mutant Ninja Turtles, 
the 


Real Ghostbusters, the New Adventures of Mighty Mouse, Muppet 
Babies, 

Scooby-Doo, and the list goes on and on.), Tex Henson (a animation 

veteran who has worked for Disney and Fleisher studios, he helped 

create Chip-N-Dale, and a more obscure coyote character caller Old 

Bent Tail.), B.D.Banzi and Alan (the people responsible for Dirty 
Pair 

Does Dishes and the other Pine Salad Production films —- note B.D. 
is 

not a guy but rather a very attractive girl!), Trish Ledoux 
(editor 

of Animag, need I say more.), Jeffry Tibbetts (of Pacific Rim 

Publishing, Animag's publishing company), and Steve Krueger (a pro 

comic book artist wannabe). 


Soon we were all let loose to enjoy the first ever Project A-Kon! 
When 

I got back to my table I fond an inordinately high number of Dirty 

Pair FANATICS running about the con and coming by my table asking 

franticly "DoYouHaveDirtyPairStuff?" and "Why don't you do Dirty 
Pair 

drawings to sell?" Luckily I had several old Dirty Pair books that 
I 

was able to EASILY sell for exorbitantly fair amounts. 


It was not long before my good friend and monk of chill'n Brad 
Lucido 

arrived. It is always great to see him, but doubly so this time 
Since 

he was bringing my art show art which he and his family were 
gracious 
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enough to store at their house. 


Not long after this I was hanging my stuff in the art show. The 
art 


show was coming together with its own chaotic energy, which Edith 

"Edge" DeGolyer was doing her best to harness. The A-Kon art show 

opened at about two Saturday afternoon in the Cat's Eye 
Collection, 

neat name for the art show room huh?. The art that was on display 
was 

quite impressive. The low charge for space brought a lot of Anime 

artist out that normally do not show their work at convention art 

shows. 


Right after getting my art set up I had my first panel to do in 
the 

Macross Room. When I got there Tex Henson was still telling his 

stories, I had met him briefly earlier and learned that he would 
talk 

your ears off. Instead of interrupting his story I decided to sit 
of f 

to the side in the hall and talk to Kat Hostetter about music and 

religion/mythology/philosophy, two of my favorite subjects 

(religion/mythology/philosophy, being all one subject in my humble 

opinion). I got away with this for about thirty minutes before con 

people came looking for me and shaking fingers and tossing 
frowning 

words at me. Soon my first panel began with a captivated audience 
of 

three, one of which was Kat and a little later on the fabulous 
Dave 

Merrill showed up for a few moments! I was satisfied with how this 

panel went. The topic was "Creating Comics for Today and Tomorrow" 
and 

while I came with extensive notes I went off on many different 

tangents as the audience desired. It felt weird to be talking to 
these 

few people in a room full of chairs and me separated from them by 
a 

skinny table. The separation seemed to be only physical because I 

still felt Like an audience member and not a panelist. The panel 
ended 

with me being drug off to start the jam comic. I felt a little 
guilty 

because the panel was just going good, maybe I should have kicked 
Tex 

and his room full of people out, and started my panel on time. 


I rushed back to my dealers table and grabbed my bag of tricks and 
ran 

to the Cat's Eye Collection where tables were provided for artist 
to 

work on the jam comics, A-Kon Komics. There were a lot of people 

gathering and it was getting hectic, but Kat was kind enough to 


stop 

me as I was whooshing by and introduce me to Bruce "The Physic 
Guy" 

Lewis! He has a firm hand shake and a friendly smile, it was great 
to 

FINALLY meet him! I soon drug him away from his con 
responsibilities 

to contribute to the jam comic. 


Things started coming together like a giant snowball rolling down 

hill; it was not in control, other than it's inert direction, it 
was 

getting bigger and bigger, and Kat and myself were in its path! 


I ran around checking on various things like the copier the hotel 
was 

allowing us to use and the paper which Kat and Bruce were kind 
enough 

to go get. It was not long before people started finishing their 
pages 

and turning them in. Things were falling in to place, kind of. I 
was 

very VERY impressed with how all these people were working so 

earnestly and for so long on this little jam comic. 


By early evening I took a break from doing my chicken little 

impersonations about the A-Kon Komic to be on a panel. I had the 
most 

fun on this panel, without a doubt. This panel was jam'd up by the 

royal Captain Dave Merrill, Dave's attractive girl friend Donna 
Brown, 
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and Bruce "The Psychic UFO Guy" Lewis. I only hope the audience 
enjoyed this panel half as much as the panelist did. This poor 
unsuspecting audience, which grew quite large, was informed, ina 
rather hap hazard and spastic manner, about self publishing in the 


small press. The panel was billed as "Mini Comics A Medium for the 
Eclectic" and we defiantly delivered. 


Work continued on into the night on the A-Kon Komics. VERY 

unfortunately I could not go with all my fellow Animangsters 
(members 

of the Animanga APA; Brad Lucido, Dave Merrill, and Bruce Lewis) 
and 

entourage as they went out to eat at a classy Japanese restaurant. 

During this time I got to witness the ugly sight of two wedding 

parties arriving to celebrate adjacent to the A-Kon activities. 
(Any 

experienced con goer can see this one coming. ) 


Project A-Kon was extremely fortunate to have the flesh and blood 

synthase of the Dirty Pair in attendance. These two fabulous babes 
had 

ever detail of the Dirty Pair costumes down and they enjoyed the 
star 

treatment they were getting from ALL con attenders. 


Unfortunately they also drew another kind of attention. 


While I am sure just the average con goer is trying enough on the 

nerves of the yuppie upper crust at the wedding party but the oh 
SO 

Lovely Angels were enough to make a couple of the more puritan 
ones 

complain to the hotel management. 


The hotel first told Kei and Yuri (I never heard them called by 
baer names, a testament to how convincing their costumes were) 
sue would have to change in to appropriate attire, even though 
ms hotel's pool was in the lobby and many swim-suits are more 
revealing 

than their costumes. This news spread through A-Kon like wild 
it veavane was pretty upset about it, but not ready to give in. 
baer suggestions of rallying all the con attenders together to 
ee hotel how IT was going to BE. 


Luckily the people in charge of A-Kon spoke to the hotel manager 

asking to see their guest/customer dress code policy because they 

would need it for litigation. The hotel looked and found they had 
none 


and backed down enough to allow the Dirty Pair to stay in costume 
as 

long as they did not loiter in the lobby. And there was much 

rejoicing! 


Eventually I got back to work on the A-Kon Komic, actually putting 

pages together and starting the back covers. From the Cat's Eye 

Collection the wedding parties very loud and very horrible music 
could 

be heard. This combined with hunger made my head spin. I decided 
to 

remedy both, so I set out for the con suite and to my room to get 
my 

stereo! The elevator ride back down was quite enjoyable. I was 
felling 

much better once I had Max Q playing and spaghetti and french 
bread 

heading for my stomach. 


Once again I got back to work on the A-Kon Komic, continually 
getting 

help from Kat Hostetter. During this time a ever varying number of 

people were coming and going from the art show room. Last minute 
saves 

were being made for the Komics by Logan Darklighter and Chris 
Edbouer. 

I was feeling kind of bummed that I was not finishing the job as 
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quickly as I thought I would. I wished that I was enjoying the 
Bae ee the con had to offer, but I noticed that at one time we had 
= run an excessive number of people out of the room. So I guess at 
time this might have been a happen place, kind of sad actually. 
or 


on other activities was getting back to us; like the dance was 
pretty 

dead. Eventually the Animangsters got back from there incredible 

dinner with some beer which I had ordered. From here the night got 

cooler. 


By almost mid-night we were at a stopping point on the jam comics 
and 

I was at my WITS end. So as soon as I got my junk secured in my 
room 

I made a bee line for the dance, which was hop'n by this time! 

Everybody was there; Meri Wakefield (A-Kon Koordinator), the 

Animangsters, a mighty plethora of con goers, and the Stars of the 

dance Kei & Yuri! Both of the oh so Lovely Angels were excellent 

dancers, but Kei danced like a wild woman (I think there is a bit 
of 

Paula Abdual in her). In fact at one point I noticed she was the 

center of a circle; you Know when someone is breaking it down 
people 

just seem to dance around them but leave the person who is in 
control 

room to move. Like all good con dances this one had a dance 
contest, 

kind of the best of the worst contest. Prizes were awarded for; 
"who 

Put The Itching Powder In My Underwear?", "Most In Need Of Dance 

Lessons", "Most In Need Of A Helmet" and the best of all "Lewd, 
Rude, 

And Crude". Names of the winners are being withheld to protect the 

guilty and the innocent. (Well, actually I did not keep track of 
who 

won. ) 


It should be noted that not all the people at the wedding parities 

were stuck up puritan yuppies. A few of them were brave enough to 
come 

into the Ink and Paint Club where the Dance was being held. One 
lady 

was from a news paper and took notes and a picture for a story. 
While 

taking the pictures she got started on the "Less filling"-"Tastes 

great" chant/debate which amused me to no end after having learnt 
the 

deeper social meaning to those statements from the 2 Live Crew. 


After dancing for quite some time with Kat I decide to take a 
break 

and chat with the man with a plan Jim Reader who was chill'in ona 

couch. I can't sit still too long and soon I'm back dancing. I 
danced 


with Kei, briefly, by accidently bumping into her on the dance 
floor. 

I also danced several times with a very attractive young lady who 
was 

wearing a renaissance/medieval dress which enhanced her beauty. 
The 

dance kept hop'n ‘til about two in the morning. By this time I 
decided 

to go back to work on the A-Kon Komic. 


Between two and five I finished the jam komics up with help from 
Kat. 

She drove me to a Kinko's to get art reduced and then back to the 

hotel to put it all together, print it, cut, fold, and collate it, 
and 

Staple it. The finished product looked good; eighteen artist jam'd 
up 

my underlying plot for the three issue series making a fun and 
VERY 

amusing story. You can order the set of three A-Kon Komics by 
sending 

your name and address and a buck (ONE BUCK! realize that this is 
an 

incredible bargain, and all proceeds go to the Project A-Kon fund 
for 

more A-kons!) to; A-Kon Komics 1-3, c/o EDC Animation Society, 
P.0.Box 

515942, Dallas TX 75251. 


Naturally Sunday started late for me, a little later than planed 
because the hotel did not give me the wake up call I ordered. By 
the 
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time I got down to the con it was in full swing. I made food a 
priority and took the short stroll to the Burger King. I brought 


my 


Whopper W/cheese, onion rings, and Dr.Pepper back to the con and 
found 

an appropriate hall couch to sit on. While I was eating the melo- 

chilled Brad Lucido and his brother Jumping Jack Jeff arrived. 
Jef f 

sat down and visited with me for a while. While talking to Def 
Jef f 

I noticed the lady who wore the renaissance dress the day before 
and 

I had enjoyed dancing and chatting with her although briefly was 

leaving. She noticed me and came over to say good bye and gave me 


hug, which really made me regret not MAKING the time to talk to 
and get to know her. 
After getting some food in me, I realized that I still needed to 


some sketches of con guests for Animation Velocity. I was able to 
= in on Lou Scarborough's panel "My Life As An Animator" and sketch 
ee "the Making of Fan Films" panel to sketch B.D.Banzi and Alan, 
ie of the major talents behind Pine Salad Productions. I was unable 
ny get one of Trish Ledoux, I only saw her in the hall and did not 
ES ade to walk up and ask if I could sketch her. Unfortunately 
is Henson was not there Sunday so I did not get a sketch of him 
either. 


"Coping With Anime Prejudice" was my last panel to conduct. I was 

lucky to sucker the incomparable Dave Merrill to sit in with me on 

this panel. I though that this panel went pretty well considering 
that 

it was pretty much off the cuff. We talked about prejudices 
directed 

toward anime fans, prejudice from anime fans toward the rest of 

fandom, and the mass media coverage of fandom in general. By the 
end 

of the panel the room was packed with people, which was a real 
good 

feeling! I am very glad Dave was there to help. 


Right after this panel it was time to start packing the car. Randy 
was 

ready to head back to the Alamo city. I was VERY lucky to have Ray 

Elliott there to help watch my table all through the con. I was 


also 

very lucky that the Brad machine was hanging around, because there 
was 

not enough room in Randy's car to bring my art show stuff back. 
Brad 

was gracious enough to store my art once again. 


Like a whirl-wind I ran about the con looking for friends to say 
good 

bye to, some I found but most I did not. With in minutes we were 
on 

the freeway speeding toward San Antonio with only a good 
exhaustion 

buzz left from the first Project A-Kon! 


== Yet Another Project A-Kon Report, == 
== Or Had a Great Time, But Where Were You? == 
== by Randall Stukey = 


I awoke a couple of minutes before my alarm sounded at 3:30 am on 
the 

morning of Saturday, July 28th, 1990. It was time to leave for 
Project 

A-Kon! Leaving San Antonio by 4:3@ am would ensure that we would 
be 

there by the time the convention opened at 10 am. It's about a 
four 

and a half hour drive to Dallas (plus a bit for breakfast). I had 

wanted to leave the day before, but I couldn't get the folks 
riding 

up with me to go for the idea. My threats to leave without folks 
cf 

they were not ready, however, did pay off as we were on I-35 
heading 

north at 4:30! My two passengers, Steve Krueger and Ray Elliott, 
kept 
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a running conversation with me going until dawn (to prevent me 
from 

falling asleep at the wheel). This is when I convinced Steve that 
he 

really wanted to do some sketches for these con reports —- I 
didn't 

even have to threaten to use the ejection seat. 


The trip to Dallas was fairly uneventful, dispite minor car 
trouble — 

— we had all done this same trip just a couple of weeks before for 
the 

summer Dallas Fantasy Fair, so even the scenery was not new. 
Carl's 

Corner (with its frog band on the roof), of course, was the high 
point 

of the trip. (Yes, Steve, I'm absolutely positive it wasn't the 
Walnut 

Bowl Factory Store!) Unfortunately, Carl's Corner burned down just 
a 

couple of weeks after Project A-Kon so this will be one sight we 
will 

not see on the way up to Dallas in November (for the Thanksgiving 

DFF). 


Despite some worry from my passengers, we found the hotel with no 

trouble (it was in the northern part of the Dallas metro area, I 
know 

this area of Dallas even though no one ever believes me). Deciding 
not 

to unload until Steve had gotten our room, we headed in about 
9:30. 

I made a beeline for registration, bypassing the already long line 
(I 

had been intelligent enough to buy an advance ticket at DFF). I 
found 

Robert Jenks in charge. He attempted to foist off a badge numbered 

"Q07" on me but I would not hear of it -- enough trouble comes and 

seeks me out without my having to go and make a special point of 

requesting some ——- and received a much safer "006" instead. Of 
course, 

a good half of the A-kon staff saw me and wondered over to say 
hello, 

so before I knew it, Steve had arrived with my room key, wanting 
to 

unload stuff from the car. Unfortunately I was involved in 
something 


at the moment (I think Tommy Van Hook was updating me on con 
security 

and some of the setup problems that had already occurred, or maybe 
I 

was just waiting for Meri Wakefield to reappear), so I just gave 
him 

the spare key so he and Ray could unload to their heart's content. 


I spent the next hour or so involved in minor con setup-type 
re ees with numerous Dallas—area friends, and finally unloading 
is stuff from the car, taking it up to room and hauling the few items 
: had brought along to sell to Reed Julian's table in the dealer's 
aaa finished just in time for the Opening Ceremonies. 


The opening ceremonies were simple (but a great deal of fun). Meri 

opened the con by introducing the guests (Tex Henson, Louis 

Scarborough Jr., Steve Krueger, B.D. Banzai [Pam Buck], Trish 
Ledoux, 

and Jeffry Tibbetts) and giving each a small welcome basket of 

eatables. Well, all except Lou Scarborough, who almost missed out 
(at 

which point someone asked if it was because Lou knew what Meri had 
put 

in his basket) -- however, Lou was finally rounded up by con 
security 

and herded into the room to get his official welcome. A lively 

conversation between Lou and Tex then ensued and we all quickly 

discovered that between them they knew just about everyone in the 

American animation business. Meri was about to close the opening 

ceremonies when I decided to intervene. While we were waiting for 

Louis Scarborough, Meri had thanked those involved in making the 
con 

a success and had seen that they got a round of applause just like 
the 

guests —- however, she had left herself out, something I was not 
about 

to let slip by. After a hearty round of applause for Meri, the 
opening 

ceremonies were declared over (and as Jim Reader would say -- and 

probably did -- "there was much rejoicing"). 
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I spent the next hour or so wondering about, doing odd jobs, and 

talking with folks while waiting for the rest of "my" group (i.e. 
some 

close friends who live in Denton and who make even the most boring 
DFF 

worth the drive to Dallas) to arrive. Sometime around here I 
wondered 

into a room on the third floor that was being used as an 
unofficial 

anime room and got a real surprise, Alex Orrock was here! Of 
course, 

neither of us had ever met the other (and Project A-Kon badges had 

this way of turning around so that you could not see the names) so 

this was an interesting meeting with neither of us aware of who 
the 

other was for a good while! 


Shortly thereafter, Carol Hoeke and Tim Collier arrived and got 

themselves registered. Carol and I sat down in some empty seats 
near 

the entrance to the hotel so we could catch Catt Kingsgrave and 
Ken 

Ernstein when they arrived (as well as Edith DeGolyer when she 

returned from lunch). We had intended to look at art and have a 
short 

private discussion. Of course, this idea was a flight of fancy 
(and 

we knew it when we sat down). We were soon "holding court" —- as 
we 

jokingly refer to it —- with a group of ten to fifteen people who 
had 

gathered around us and who were, for the most part, all trying to 
talk 

to one or both of us at once! Needless to say, a lot was said, but 

little was accomplished -- but a good time was had by all. 


After a while, Edith reappeared and we had to end this "audience" 
and 

go off and help set up the Art Show. According to plan, most of 
this 


should have been done the night before, but the hotel's left hand 
did 

not seem to know what its right hand was doing -- and setup was 

running hours behind schedule. Catt and Ken arrived about this 
time 

as well. Catt and Carol both had art of their own to hang and I 
had 

a number of Patricia Munson-Siter's cels to hang. So we all busied 

ourselves for an hour or so until it looked to us like the regular 
art 

show staff could finish the rest fairly quickly (boy were we 
wrong, 

we should have stayed and helped a while longer). One wall of the 
art 

show ended up being the unofficial Animation Velocity wall -—- the 

artists (Catt Kingsgrave, Carol Hoeke, Nei Mo Han, Patricia 
Munson- 

Siter, and Steve Krueger) were all AV regulars. This was not 
planned, 

it just happened —- I didn't even notice until someone else 
mentioned 

it! 


The five of us (Carol, Catt, Ken, Tim, and myself) regrouped at 
the 

(by now) vacant seating by the hotel entrance to chat a bit and 
decide 

where to go to lunch. Of course, we were quickly surrounded again 
and 

after remaining long enough to be polite, I quietly suggested we 

adjourn to my room. We did, talked a while, and then left for 
lunch 

at Arby's (classic con food here) and a quick trip to a Japanese 

grocery store to pick up the new anime zines. (Sigh, yes, Ray, 
Brian, 

Steve, et al -- if bribed enough, I probably can find it again, 
it's 

easy to get to...) 


We arrived back at the hotel in time to check out the art room 
before 

Carol and I had to be on the fanzine panel. As I was waiting for 
the 

previous panel to finish up, Robert Gibson introduced me to Animag 

Editor Trish Ledoux (whose presence at A-kon can apparently be at 

least partially attributed to the Summer issue of Animation 
Velocity). 

You could hear a collective release of breath from some present 
when 

neither of us started in on the other (Come on, folks! Trish isn't 
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responsible for the problems with Animag that occurred before 
Pacific 

Rim's involvement with the publication and even if she had been, 
those 

problems have been long solved anyway!) Trish and I get not get 
much 

of a chance to talk, because my panel room soon cleared. 


The panel did not go quite as planned. Meri Wakefield and Edith 

DeGolyer were too busy with other con duties to make the panel 
which 

left me as the only fanzine editor/publisher present (Pat Matherly 
and 

Carol Hoeke were present as APA OEs) and there was no way I could 
ELL 

the time myself (I had planned to compare and contrast Meri's, 

Edith's, and my operating procedures, but we all Know about the 
best 

laid plans of mice and men). So we talked about apas much more 
than 

we had planned and Trish asked a lot of questions to keep things 
going 

(Thanks Trish!) and took notes copiously (perhaps this is why I 
dread 

the next issue or two of Animag?). "Captain" Dave Merrill did 
manage 

to join us about 3@ minutes into the panel, adding much needed 

additional point of view on things. 


Despite the problems, the panel seemed quite well received by 
those 

in attendance. Trish left near the end to go and find Jeffry 
Tibbetts 

to have him take pictures of all the apas and fanzines we had 

displayed on the tables. Unable to find him, she reappeared, only 


to 

have him walk in on us a few minutes later (one of his panels was 

scheduled right after ours), snap a few pictures, and make his 

presence known by saying "What California anime fans really want 
to 

see is a picture of Randall and Trish arm-in-arm." I shot him my 
best 

"Do you want to lose half your circulation?" look, but he was 
unmoved. 

So Trish and I ended up, somewhat embarrassed (or at least I was, 
I 

can't speak for Trish), having our picture taken together by 
Jeffry 


(and everyone else in the room with a camera —- talk about a 
"media" 

event -- a scanned version Jack's effort appears somewhere around 

here). 


Catt had gotten herself involved in the A-kon Komics artists jam, 
. I talked with Ken for a while and then was drug off to various 
Se a taecaeitane (Guy Brownlee, Jeff Blend, Derek Wakefield, etc., 
ana ended up in the Art Room talking to an exhausted Edith 


and 

making my only con ops-type decision of the entire con (how much 
ID 

was needed to pick up model contest entries). By now the fact that 
I 

had been on the go for about 18 hours without a rest was beginning 
to 


catch up with me, and the rest of the evening is sort of a 
DU Paces 


»+2.SOmetime that evening I wondered up to the Hospitality Suite 
for 

some munchies and a place to unwind. This turned out to be the 

personal high point of the con. Old Bugs Bunny cartoons were 
playing. 

My personal favorite (I believe the title is "What's Opera, Doc?") 
was 

being played —- uncut —- and NO ONE interrupted!! Trish was there 
as 

well and though we sat next to each other, we were both too 
involved 

in watching the cartoons to talk —- despite our promise to find 
time 

for a long chat earlier in the day. 


.»».:Carol and I wondered across the parking lot to eat some fast 
food 

at Burger King, we were joined by some folks I should remember but 

can't (sorry). 


.».:l went to the masquerade/dance. The folks from Georgia and 
their 

Dirty Pair/Harlock skit won the masquerade. Sometime in here I 
think 
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I was formally introduced to Pam Buck; and Storm tried (yet again) 
to 

talk me out of the signed Dick book he wants; and several other 
folks 

chatted with me. It was nice to hear anime music at a dance, Mark 

Snyder did a great job as DJ. 


»».:0ne of the times I was up in Alex's room, a couple of the 
guests 

at the very formal wedding reception down on the main floor (which 

could be seen out the window of Alex's room) put on an interesting 

display of drunken affection. Unfortunately, it doesn't seem that 
any 

of the pictures people took came out! 


»»..the video rooms were crowded. 


....the last thing I remember was a discussion in Alex's room of 
various fan clubs, rude tape requests (it seemed most of us in the 
room had just be hit up for tapes by the same very rude person), 
fanzines, video piracy, etc. I left about 1:30 am and was sound 

as lLeep 
by 2 am. 


As usual, the morning sun woke me up as it rose. I pulled myself 
out 


of bed, discovered that Kat Hostetter had ended up crashing in our 

room (which gave me the impression that the A-Kon Komic must have 

taken much longer than Steve had originally thought), took a 
shower, 

got dressed, and left for Grandy's for breakfast. It was just 
across 

the street, I didn't even have to drive. When I returned from 

breakfast I made a quick check of the con area and discovered 
that, 

unlike Larry Lankford's Dallas Fantasy Fairs, the night had passed 

uneventfully: no trashed rooms, no fire alarms, no idiots playing 
with 

the elevators, no one for me to yell at. I was pleasantly 
surprised. 


Sunday turned out to be a fairly laid-back day. This was good 
because 

after being up for 22 hours —- and only getting 4 or 5 hours of 
sleep 

—- I was not the most alert of people. 


I spend some time talking with other early rising fen in the hotel 

lobby (which had not "existed" the day before due to the evening 

wedding reception). When the dealer's area opened, I spent about 
an 

hour talking with Jeffry Tibbetts about Pacific Rim's various 

publications. Unfortunately for this article, there is very little 


can reveal about Animag because we spent most of this time talking 

about their gaming publications and living conditions in various 

cities around the country (as I have said before, anime is far 
from 

my prime interest in life). Jeffry and I did talk about all the 
rumors 

floating around that Animag was running scared of all the new 
anime 

publications that are supposed to be coming out in the next six 
months 

or so. As I suspected, Pacific Rim (at least) does not fear them, 
but 

welcomes them. Jeffry says that the competition will push everyone 
to 

do better -- and I agree. 


I also spent some time in the con suite watching episodes of Space 

Ghost. After watching these I'm almost ashamed to admit that it 
was 

one of favorite cartoons in my youth. I was such a Space Ghost fan 

that I even went trick-or-treating (if anyone reading this 
actually 


remembers what that was) two or three years running as Space 
eas shows just don't hold up as well when you are older. This is 
iis of them! Dawn and Ed deserve a hand for the way the con suite was 
a good time was had every time I was there and the selection of 
eats 


Copyright (c) 1990, 1991 by Anime Publications Bureau & Randall 
Stukey 


Electronic Animation Velocity Volume 1 Number 2 Page 
22 

was far better than at the far larger (but for-profit) Dallas 
Fantasy 

Fairs. 

Late in the morning, the A-kon Komic appeared —- in three mini- 
comic 

issues selling at a quarter a piece. I liked them. No surprise, 
the 


story is entitled "The Kitsune's Bride" and everyone knows that I 
hold 

kitsune in high regard -- and not a Kitsune-Buster in the issue 
(no 

one from the Greater Chicago Megazone was there to put them in)! 

Eighteen artists were involved in this production: Lee Madison, 
Guy 

Brownlee, Elder, Bruce Lewis, Tim Ross, Mirian Howarhz, Chris 
Edbauer, 

Lurt Meyer, Jeff Tatarek, Phillip Mosness, David Merrill, Robert 

Simmons, Catt Kingsgrave, Logan Darklighter, Brad Lucido, Talin, 
Patty 

Matherly, and (of course) Steve Krueger. According to Steve, you 
can 

order the set of three A-Kon Komics by sending your name and 
address 

and one dollar to: A-Kon Komics 1-3, c/o EDC Animation Society, 

P.0.Box 515942, Dallas TX 75251. (All profits on sales goes 
directly 


toward the fund for the next Project A-Kon!) 


I packed up my stuff in the hotel room, put it in the car so the 
room 

would be clear by check-out time and walked over to Burger King 
for 

lunch. 


My time after lunch was spent talking to people, helping Pam Buck 

think up questions and answers for her Anime Remote Control game 
(and 

yes, the rumors are true, I did mess up on one of the Saint Seiya 

questions -—- the brain was really beginning to show major signs of 

lack-of-sufficient-sleep and it got much worse before I arrived 
back 

home -— but no real harm was done as there were enough awake Seiya 
fen 

in the audience [Sarah, Walter, et al] to catch the mistake), and 

looking for Trish (didn't find her until we were ready to go, 

unfortunately). 


I did attend a couple of panels. The first, "The Making of Fan 
Films" 

with PineSalad Productions and the Star Dipwad people. I learned 
quite 

a bit and intend to (when and if I have time) put together a Hotel 

Anime spoof. The second panel was another of mine "Who Are ALL 
These 

Strange Fan Clubs" which was attended in force by Captain Dave and 
his 

Atlanta crew (which meant I finally got to actually meet "Kei" and 

"Yuri"). We didn't really accomplish much more than shooting the 
bull 

—- and with Captain Dave present to snicker, I couldn't even 
convince 

folks that I was the most evil anime fan in existence. Sigh. All 
too 

soon, we had to vacate the room because Steve showed up to do a 
real 

panel! 


I wondered over to the Art Room and discovered that Carol and Tim 


had 

arrived to collect Carol and Catt's art and that Carol had brought 
a 

bunch of new Japanese Seiya and Troopers fanzines for my perusal. 
I 


sat myself down and looked through them, much to the dismay of 
several 
fen who tried to talk to me and only received abrupt "go away, I'm 


busy" monosyLllables in reply. I had to get down right rude with 
one 
person who simply would not take "I'm busy" for an answer. 


After finishing with the fanzines, I hunted up Ray and Steve to 
issue 

my "We will be leaving at 4 pm" warning order, came back and 
gathered 

up Pat's cel art and loaded it in the car —- saying goodbye to 
people 

as I encountered them. 


Copyright (c) 1990, 1991 by Anime Publications Bureau & Randall 
Stukey 


Electronic Animation Velocity Volume 1 Number 2 Page 
23 


We didn't quite make it out of the parking lot by four, Steve just 
had 

to try to find people and say goodbye to them. I did not complain 
too 

much because this gave me a chance to find out from Meri how the 
con 

looked to be doing at the bottom line and to say goodbye to Trish 
(who 

I happened to see sitting in one of the panels just as we were 
finally 

about to leave). However, we were headed down Central Expressway 

toward I-35 and home before five. 


Steve did a yeoman job of keeping up a steady stream of 
conversation 

once night arrived. I'm glad he did because my mind was definitely 
in 

the "I need sleep and I need it NOW" mode. How badly did I need 
sleep? 

Well, we encountered an unusual number of abandoned cars between 

Austin and San Antonio and the brain was coming up with wild 
stories 

about how little UFOs were causing this by flying up car 


tailpipes.... 

Yes, folks, it was even worse than the time I was discovered, a 
few 

years back, arguing that penguins deserved the right to vote late 
one 

night at a Dallas Fantasy Fair! However, we all arrived back in 
San 

Antonio in one piece. Project A-Kon was one of the most enjoyable 
cons 

I've been to in many years and I know we are all looking forward 
to 

Project A-Kon Part II next year! I hope to see a good number of 
you 

there! 
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==Animation Velocity Feature Article=== 


== Shinshu Sudama Hen == 
== An OAV Series Overview == 


Shinshu Sudama Hen translates roughly as "Divine Land of Sudama". 

According to the OAV series, "Sudama" is the name of a force of 
nature 

sometimes referred to as a *kamix and sometimes as a demon. This 
force 

is present in every woman alive but is stronger in some than in 

others. It becomes available for use when a woman is engaged in 
SEX. 

A woman trained in its use can trap an unwary or less-well-trained 
man 

in that force, leaving him catatonic or lost in illusions. A man 
who 

is trained in magic can force the Sudama to show him information 
he 

needs or deliver power to him. However, the more closely a woman 
is 

involved with a subject such a magician is interested in, or the 
more 

powerful a Sudama she bears, the more accurate and extensive a 
vision 

can be force from the Sudama. (Needless to say, this explanation 
may 

not be entirely accurate; I fear I'm overlooking or missing 
something 


that would be familiar with someone raised in Japan and more 
knowledgeable of their mythology and such. ) 


It is approximately 1703. The current Shogun, Tsunayoshi Tokugawa, 
is 

very ill and feared to be near death. Tsuanatoyo Tokugawa, the 
current 

Minister of Kofu, is hoping to become the next Shogun. In order to 

achieve his ends he wants the "Golden Dragon", a rich vein of gold 
ore 

located in the Nasu mountains, domain of the Hazuki clan. He is 
aided 

by a man named Yoshiyasu Yanagizawa. Yoshiyasu is himself a 
contender 

for the position of Shogun. Majin (literally "magic demon person", 


he 

seems to be a powerful sorcerer) is also after the Golden Dragon, 
and 

another contender for the gold is named Kudai Manabe. In addition 
to 


being a vein of gold ore, legend says that the Golden Dragon is 
also 

tied in with the kami that protects the Nasu Mountains. If the 
kami 

is disturbed, the Nasu/Hazuki clan will meet with disaster and the 

current government in Japan will fall. 


== Characters == 


Younger brother of the clan lord (Daimyo) of Nasu, the Hazuki 
family. 

He is a master of the Tenryu (Heaven) secret sword style, and 

possesses the sword "Fudoken" (Steadfast Sword) which is said to 
be 

enchanted. He has loved Orie since their childhood together. His 
name 

literally translates as "Shadow Seventh Son". The other characters 

often refer to him as "Kageshichiro-dono"; "dono" is an honorific 
even 

higher than "sama" and is mostly used in speaking with or of 
people 

who belonged to the nobility. ("Sama" can be loosely translated as 

"Lord" or "Lady"; "dono" could be translated as "Most Noble 

Lord/Lady"...) 
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Orie 


Only daughter of Tatewaki Naito, the chief retainer of the Hazuki 
clan 
in Edo (now Tokyo). She is a carrier for a strong Sudama and due 


is her connection with the Nasu Mountains that Sudama has the key to 
a location of the Golden Dragon. 

Itto Kangetsu 

(rite means “iret freeze" and Kangetsu is "Winter Moon") He is 
one 


of Kageshichiro's best friends, and a popular writer. He is a 
fighting 

man who, due to the Tokugawa Shogunate's rule against non-samurai 
from 

carrying swords, uses an iron-ribbed fan as his weapon of choice. 


(At 

one point in the OAVs he demonstrates he's also very familiar with 

sword-fighting as well) 

Ruricho 

One of the more popular geishas in Asakusa, one of the "pleasure 

quarters" in Edo. She loves Kageshichiro but knows that love will 

never be returned. 

Asazo 

One of Kageshichiro's proteges, his special weapon is the shuriken 
and 

throwing knife. Perhaps a ninja himself, his everyday occupation 
is 


not addressed in the series. 


Dayu Omokage 


A courtesan of the Yoshihara pleasure district. "Dayu" is the 
highest 

geisha ranks. She also carries a powerful Sudama, and knows enough 

magic to be able to trap unwary males with it. Normally she uses 
this 

power to assist her in her duties, but..."Omokage" translates as 

"Visage, face, memory shadow". 


Kudai Manabe 


Confidant to Tsunatoyo Tokugawa, who wants to become Shogun on 


Tsunayoshi's death. His name is as much title -—- that of Imperial 

Household Official -- as it is real name. He tries to use Dayu 

Omokage's Sudama to learn more about the Golden Dragon, but is 
trapped 


by her Sudama instead. 


Kondawara 


A Buddhist hermit who knows about the Sudama and is trying to find 
out 
more about the Golden Dragon and the kami/Sudama that protect it. 


Yoshiyashu Yanagizawa 


Right-hand man to Tsunayoshi, he also hopes to either become 
Shogun 

himself or at least maintain his current level of influence. Also 

hunting the Golden Dragon. 
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The Yasha Band 


A group of female ninja employed by Yanagizawa. "Yasha" means 
"female 
demon" or "female vampire" depending on the source. 


Buzaemon Kinokuniya 


A remarkable merchant who is wealthy. He is aware of Majin's plans 


and 

intends to stop him, as the Sorcerer's goal would eliminate not 
only 

Kinokuniya's wealth but also that of all other merchants...who 
mostly 

are happy with the situation that while the samurai and nobles may 

technically rule Japan, it is the merchant class who has most of 
the 

money... 

Genryu Yagyu 

A member of the Yagyu family, he is employed by Kinokuniya. Once 
he 


was a member of the Imperial Court and wishes to return there. He 
uses 

the secret Yagyu style of fighting against Kage, and is also 
looking 

for the Golden Dragon. 


A powerful sorcerer, he is the embodiment of the Shogun 
Tsunayoshi. 

He plans to return Japan to how it was in the time of the gods 

(Takeamagahara) when the descendants of the Sun Goddess ruled 
Japan 

directly and the kami took an active interest in the affairs of 

mankind. 


Koshiro Kyogoku 


A bishonen if I ever saw one, Koshiro uses the sword Kyohachiryu 

Maitaro To (Kyoto Eight Dragons Dancing Boy Sword) in his efforts 
to 

aid Majin. Koshiro was a member of the Imperial Court prior to 
being 

exiled from Kyoto, and Majin has promised to return him to the 
Court 

if he wins. Koshiro is DEFINITELY not quite sane...((NOTE: 
"Bishonen" 

means "pretty boy", and Koshiro not only dresses in a somewhat 


effeminate manner —- preferring the bright colors and patterns 
usually 

worn by women rather than the more conservative prints preferred 
by 

men of the period -- also uses women's make-up. ) 


As the first OAV opens, Kudai Manabe is studying with a Buddhist 

hermit named Kondawara in order to learn more about the Golden 
Dragon 

and the Sudama. Kondawara tells Kudai he must "take a Sudama to 
bed" 

in order to learn the secrets of the Golden Dragon. Kageshichiro 

Hazuki, younger brother of the current Lord Hazuki, (hereafter 

referred to as "Kage") is attacked by female ninja (who call 

themselves the "Yasha" or "Female Demon" band) and defeats them. 
They 

are observed by Genryu Yagyu, who is working with Buzaemon 
Kinokuniya, 

a merchant who opposes Majin. Elsewhere, the Yasha employed by 

Yoshiyasu have killed Tatewaki Naito, the chief retainer of the 
Hazuki 
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clan. Kageshichiro Hazuki arrives to find the old man dying, 
Naito's 
daughter Orie on his heels. 


Kinokuniya is conferring with Yanagisawa, who tells him of the 

Shogun's growing weakness —- as well as the fact that Tsunayoshi 
is 

also interested in becoming Shogun. Kinokuniya asks Yanagisawa 


about 

the death of Tatewaki Naito and is basically told to mind his own 

business —-— merchants need only worry about making a 

profit...Yanagisawa leaves, and Yagyu comes in. Kinokuniya asks 
him 

to investigate suspicious goings on along the coast. Yagyu also 
warns 

Kinokuniya not to be taken in by Kage's veneer of a decadent, lazy 

noble...that is just a cover, for the young man is actually a 
clever, 

dedicated warrior, protecting and supporting his older brother 
behind 

the scenes. 


Kage has gone to talk with an old friend, Itto Kangetsu, who is a 

renowned writer of the equivalent of popular novels. They discuss 
the 

Situation, including the fact that all the factions they are up 

against seem to be interested in wiping out the Hazuki and taking 
over 

their lands in the Nasu Mountains. Their conversation is 
interrupted 

by the arrival of Ruricho, one of the most famous courtesans in 

Asakusa. Kage gets up and leaves, to the disappointment of the 
geisha. 

She and Kangetsu discuss the legend of the Sudama, which Kangetsu 


has 

used in some of his novels. Itto tells her "In the ancient days, 
in 

Takamagahara, there were marvelous spirits called Sudama. A man 
who 

makes love to a Sudama will pass through unbelievable ecstasy, to 
a 

secret door." Later, Itto is attacked by ninja and uses his iron 
fan 

to defeat their weapons. 

Manabe, in his efforts to find the Sudama, visits with Dayu 
Omokage, 

a courtesan who is said to carry a strong Sudama. Instead of his 
being 

able to force the Sudama to his will, Manabe is trapped into the 

Sudama's illusions. 

Orie is visited by a man claiming to be sent from the Shogun 

Tsunayoshi to summon her to the Palace. She is suspicious but 
obeys 


orders... 


Kage is in a geisha house enjoying the attention of several 


courtesans. Matsuzaki Masahide, an elder of the Hazuki clan, finds 
him 

there and berates Kage for wasting time when the clan is in 
crisis. 

Asazo, one of Kage's proteges, is in the ceiling and passes work 


to 

Kage that their enemies have made their move. Masahide, distracted 
by 

the geisha, doesn't notice Kage's departure until the young noble 
is 


already gone... 


Orie has been brought to Ryukoh, the high priest of the Chisokuin 

Temple. He tells her that her mother Tatewaki was the strongest 
medium 

in the Kitayu Gongen temple in northern Nasu. Tatewaki became 
aware 

of the location of the Golden Dragon, and therefore Ryukoh 
believes 

that Orie must not only also be a strong medium, but her Sudama 
will 

be able to tell him what he wants to know about the Golden Dragon. 
As 

she came from that area of the country, her Sudama must contain 
the 

secrets of the strongest kami of Nasu. He attacks her, the smoke 
from 

the incense burners in the room becoming solid snakes that hold 
Orie 

motionless. "Learn well, and burn with shame. When a man shall 
enter 

you and bring you to your peak, then shall the power of the spirit 
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sleeping in your blood awaken, and the mystery of the Golden 
Dragon 
shall unravel itself in your mind," he tells her as he prepares to 


rape her. He is interrupted by the arrival of Ryukoh and Kage. 
Kage 

introduces himself as "the Shadow of Huzuki" and defeats the evil 

priest. 


Yanagisawa is visited by the leader of the Yasha Band, who tells 
him 

that Ryukoh was unsuccessful. Yanagisawa grabs the woman and 
forces 

her to have sex with him, summoning her Sudama to do his bidding. 


Orie awakens in Kangetsu's house, where Kage has had her taken for 
safe-keeping. He believes she will be safer there than elsewhere 


in 

Edo. Kage has left for Nasu to try and learn more of the secret of 
the 

Golden Dragon, the Sudama, and Majin... 

(That's where the first OAV ended. And as I originally had only 
OAV 


1, you can imagine how much I hated this cliff-hanger ending!!) 


The Second OAV 


The second OAV opens with Kageshichiro-dono fighting more Yasha 
ninja, 

whom he manages to defeat, again proving his skill as a master 

swordsman. He is observed by a woman dressed as an itinerant 
Buddhist 


nun -—- but there is a sinister air about her. 
In Edo, Yoshiyasu is trying to make friends with the Daiymo of the 
Nasu, Takaharu Hazuki, but Takaharu -- while polite —- will have 


nothing of it. Returning home, Takaharu is briefed by Matsuzaki 

Masahide of Kage's disappearance, complaining that Kage has chosen 
a 

very bad time to go off gallivanting. Takaharu reproves him, 
telling 

the retainer that not only is Kage doing his best to protect the 
clan, 

but is also in quite a bit of danger due to those efforts. They 
have 

many jealous foes... 


Kage is still making his way to the main temple in the Nazu 
mountains, 

and at one of the smaller temples remembers training there under 
one 

of the monks who taught him self-discipline as well as 
swordsmanship. 

It is this sensei who also entrusted Fudokan to the young lord. 


Orie comes in to talk to Kangetsu-sensei. At first she teases him 
gently about his newest book that he is writing, but then turns to 
more serious matters. She tells him of her mother's death, and her 
Suspicions that her mother was murdered. 


Ruricho is accosted by Genryu, who thinks to use her against Kage, 


but 
the arrival of Asazo and his shuriken force the swordsman to flee. 
Elsewhere, Majin speaks to Kinokuniya, persuading the merchant to 
cease opposing hin. 
Kage is assaulted by the Yasha disguised as the Buddhist nun, who 
is 


a witch as well as ninja, her soul sealed to demons. Kage is 
injured 

but manages to defeat this enemy. He finds the temple of Kitayu 

Gongen, where Orie's mother was the chief medium. The chief priest 

there (who seems to be an old friend of Kage's) tells him the 
secret 

of the Golden Dragon as well as the legend of the Sudama. He also 

warns the young lord of the machinations of Majin. 


Orie is lured out of Kangetsu's house and captured by their 
enemies. 
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Kage "feels" her terror as Asazo and Asazo discover her missing 
and 

also race to find her. She has been taken to a small, abandoned 
temple 

where Majin intends to force her Sudama to reveal the truth of the 

Golden Dragon to him —- by the expedient of simple rape. Genryu 
Yajgu 

and some of his men manage to delay Kage and his friends long 
enough 


for the sorcerer to succeed. Majin is gone by the time they enter, 


and 

Orie tells Kage what her Sudama revealed to their enemies. Then, 

feeling not only physically defiled by the rape but also believing 
she 

has failed in her duty to the Hazuki clan, she uses one of their 
hair 

pins to kill herself despite Kage's pleas to the contrary. 


Kage, as Kangetsu and Asazo witness, swears vengeance upon those 
who 

have caused Orie's death -—- and are the enemies of his clan as 
well. 


The Third OAV 


The Yasha invade the Kitayu Gongen as Volume 3 opens. They 
discover 

a statue of a golden dragon, but are interrupted by the arrival of 
the 

high priest. They easily escape him. 


In Edo, Kangetsu sees a dazed Kudai Manabe leaving the pleasure 

quarter, where he has been seeing the Dayu once more. In the 
Hazuki 

estate in Edo, Kageshichiro reports his findings to Takaharu, his 

older brother and clan leader. Takaharu is worried when he hears 
of 

Majin. Normal court intrigue he's used to; magic is another 
matter. 

He sends Kage back to Nasu to try and stop their enemies. It is 

apparent that this stage that they will have to stop this current 

Situation in the mountains, rather than in Edo. Even now, the 
leader 

of the Yasha reports to Yoshiyasu what they found in the temple, 
and 

the ambitious noble can almost feel the gold... 


Koshiro Kyogoku (also known as "that kill-crazy bishonen") is 
slowly 

finding the people who have been searching for the secret of the 

Golden Dragon and who oppose Majin -- and killing them. (His 
method 

of eliminating the Dayu is particularly nasty and diabolical...) 


Ruricho and Kangetsu are discussing matters as Ruricho expresses 
her 

worry about the young lord. Not satisfied with the writer's 

affirmation that Kage is quite capable of taking care of himself, 
the 

geisha goes to a shrine to pray to the kami for Kage's safety. It 


is 
here that Koshiro ambushes and kidnaps her, intending to use her 
against Kage (as well as activating her Sudama and seeing what it 
can 
tell him). 


Majin describes his plans for the future to both Kinokuniya and 

Koshiro, revealing the fact that he is the spirit of the late 
Shogun, 

Tsunayoshi. Asazo has been listening in and tells this startling 

information to Kangetsu. They decide that they must warn Kage of 
the 

true nature of their most dangerous foe. 


Kage is once more in the Nasu, fighting off more Yasha. He takes 

refuge in Kigano, a sacred grove in the mountains. The Yasha 
cannot 

follow him there, as the grove can only be safely entered by 
members 

of the Hazuki clan. The grove is a strong focal point for the 
local 

kami, and the spirit of the Sudama appears to him (four young 
ladies 

dressed in the manner of the Imperial Court, but they float in 

mid-air, their bodies disappearing as you look toward their legs. 
At 
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this center of power the Sudama can appear to Kage without needing 
the 

medium of his having sex with a woman...) Next he sees Orie's 
spirit, 


then the apparition of his old sensei -- who appears to him in the 

guise of Jizo, one of the Buddhist gods. The kami will give him 
aid, 

but there will be a price. 


Koshiro has brought Ruricho to Kinokuniya's estate where he is 

tormenting the girl in his attempt to raise her Sudama. The 
merchant 

is not pleased by this action. Kangetsu tries to rescue the young 


geisha, but is dissuaded by Kinokuniya's pistol -—- even his skill 
with 

his iron fan is no match for a loaded gun! Kangetsu is forced to 

retreat. 

Kage finally, numbly, leaves Kigano —- and sees Ruricho, dressed 
only 


in her scarlet under-kimono, tied to a tree. Koshiro is also 
there, 

and he and Kage cross swords. Koshiro is also a master swordsman, 
and 

the result of the duel is not at all satisfactory. Just as Kage 

finally manages a fatal blow, Majin spirits the bishonen away as 
the 

sorcerer gloats that even Kage's interference will not prevent his 

plans from succeeded. Majin has located the Golden Dragon and has 

found a way to tap its power to fuel his magic! 


The Fourth OAV 


Volume 4's opening finds Edo engulfed in a huge fire (not all that 

uncommon in the period, admittedly -—- that's what happens when 
your 

houses are almost all wood and paper, and you use fire inside the 

house for heat and cooking! Majin gloats. Kinokuniya is no longer 

useful to him, so he kills the merchant. Asazo and Kangetsu go 
north 

to find Kageshichiro. The Yasha are also already in the Nazu 

mountains, and their leader shivers as she feels Majin's power 

increasing. 


Kage meditates before a Buddhist statue (I think it's Fudo but 
won't 

swear to it —- Fudo, among other things, is known for quelling 

demons). He is given a vision -- Fudokan, his sword, is the key to 

defeating Majin. Fudokan is a blade capable of killing both demons 
and 

magicians, and Kage will have to use it to defeat Majin. 


A group of armed men dressed as pilgrims come into the Nasu and 
a observed by Koshiro, who gloats at their arrival. Kage arrives 
ae Kitayu Gongen, only to discover its priests and monks have all 
eee ieee The chief priest, dying, warns Kage about the fake 


pilgrims. 

Kage adds the souls of the priests and monks to those he must 
avenge. 

Some of his brother's retainers arrive to act as a bodyguard. 
Takaharu 

fears that the enemy may be too numerous for Kage to defeat all by 

himself. 


They are attacked by Yasha as they enter the center of the Nasu 

mountains, where smoke rises steadily from the ground in not-so- 
mute 

testament to the power of the earth below and the volcano steaming 

overhead. Kage realizes that it is here that the Gold Dragon 
sleeps, 

and where Majin has arrived to draw power for his scheme. 
Eventually 

the Yasha are defeated with the aid of the arrival of Kangetsu and 

Asazo. The final Yasha takes refuge in the caves -—- not much of a 

refuge, as Koshiro is waiting for her with a thirsty sword! The 
fake 

pilgrims arrive and obviously are NOT supporters of the Hazuki 
clan 
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as they attack Kage and his friends. Kangetsu and the others 
decide 

to take them on in the narrow passageway of the cave entrance, 
which 

prevents the "pilgrims" from being able to attack all at once. 
Kage 

proceeds downward to try and stop Majin as the others protect his 

back. The young lord finds Koshiro snickering over the body of the 

Yasha leader (somehow, I don't think Koshiro likes women very 
much!), 

and once more the two master swordsmen cross swords. Kage loses 

Fudokan —— but wins the battle as Koshiro forgets his enemy still 
has 


a wakasashi at his side! Sunlight reflects off the blade of 
Fudokan, 
and reveals the hidden room where Majin casts his spells. 


Kageshichiro attacks Majin and is nearly defeated by the demon's 
power. Then Orie's hair ornament falls from his sleeve, and 


through 

the medium of the jewelry Orie and the kami channel power to the 
young 

lord -—- and he barely defeats Majin. The secret of the Golden 
Dragon 


must be preserved, the power of the mountains put back to sleep if 
Hazuki is to continue to prosper. This is the price Kage must pay 


for 

their aid -- and he literally brings down the roof to do so. As 
the 

cave collapses around him, he makes no attempt to escape despite 
the 

pleas of his victorious friends in the tunnel leading to the 
crumbling 

cavern. 

Sometime later —- fall has made way for winter -- his friends hold 
a 

memorial party for their departed friend. Majin's plans have come 
to 


naught, and the Hazuki clan still prospers, so Kageshichiro's 
death 

was not in vain. And we are shown that Kageshichiro and Orie's 
souls 

have been reunited in the "spirit world"... 


Elsewhere in Edo, Hakaharu Hazuki and Yoshiyasu Yanagizawa pass as 

they are walking, pointedly ignoring each other. The current 
danger 

may be past, but all is not totally well with their world... 


This is one of my favorite OAV series to date. The character 
designs 

are well executed and fairly realistic, and an excellent effort 
was 

made to insure that even minor characters had individualized 
features. 

A lot of attention was also paid to getting the period detailing 
on 

costuming, furnishings, and such correct. It was interesting 


seeing 

the scenes in the pleasure quarters of Edo, for it helped make a 
lot 

more sense out of some of the information in Stephen and Ethel 

Longstreet's "Yoshiwara: The Pleasure Quarters of Old Tokyo" about 
the 

architecture of such buildings! 


I LIKE the artstyle of this OAV, and better yet, the quality of 
the 

art hardly varies -- unlike a lot of OAVs and series, it seems 
like 

the same amount of hard work went into every cel used, with very 

little "skimping" in the effort. The animation overall is nice and 

smooth without any noticeable jerkiness. Facial expressions are 
used 

extensively and to good effect. 


The storyline, while somewhat complicated (at one point there are 

about 6 different groups involved in fighting over the Golden 
Dragon 

—- you almost need a scorecard to keep straight who's who, on 
which 

Side, and when they switch sides...), is well-written and 
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exceptionally paced. Unlike most multi-part OAVs or movie series, 

"Shinshu Sudama Hen" is not afflicted with "middle-part blahs". 

Instead, the tension builds with each succeeding OAV volume, each 
one 

ending with a cliff hanger more spine-tingling that the previous, 

until we reach the crescendo of the final battle. 

There IS one aspect of this series that I am uncomfortable with, 
and 


which admittedly takes away some of my enjoyment of Shinshu Sudama 
Hen. I find the violent sex and rape scenes extremely distasteful. 


Surely they could have found some way less demeaning to the women 
in 

the story to raise the Sudama than through sex! Or at least not 
show 

us in such detail what's going on. While not presented in the 
explicit 

"insert tab A in slot B" style of the Lemon Creams and their ilk, 
it 

was still quite a bit too much for my taste! (I suppose I wouldn't 

have minded so much if most of the times the men are "raising the 

Sudama" in the story, that it amounted to rather violent rapes 
rather 

than sex for pleasure...) I'll admit to tending to fast-forward 

through those scenes. This also means that in many cases this OAV 

series won't be shown at conventions...or if it is, it'll be shown 

late at night like Lemon Creams usually are. 


It speaks for how good "Shinshu Sudama Hen" is that it's still one 
of 

my favorite OAVs despite the violent sex scenes. Of course I have 
a 

fondness for period dramas involving magic, demons and 
sSamurai...Give 

it a try, anyway, I think many of you will find you like this 
story! 


Oh...yes, there is a second series being produced at present, 
called 

"Akurei Kiri", that follows the adventures of Kangetsu-sensei and 

company as they continue to fight both the enemies that survived 


the 

previous OAV series as well as some new foes as well...Two volumes 
are 

out so far; I fear I've only the first one in my collection at the 

moment ! 

== Credit Where Credit is Due == 

Alara Rogers translated a bunch of material from ANIME-V on this 
OAV 

series as well as doing up a script of the first volume. I've used 
her 


material extensively in doing up this review —- many thanks for 

sharing your work with me, Alara! Mistakes in this should be 
blamed 

on me, however, and not Alara... 
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== Filmation a 

== The Life and Death of a Major Studio == 

SSSsssssssssss======by Joseph A. Rosales== 

Filmation Studios announced that it was closing its doors in early 

1989, after the most extensive layoffs in the company's history. 
In 


the truest sense, it was the painful death of a major animation 

studio, an occurence not seen since the closings of the feature 

studios' cartoon divisions in the late 1960s. Many animation fans 
felt 

it was for the best -- in its last years, Filmation had developed 
a 

repytation for producing cheap, highly commercial cartoons. But 
these 

critics tended to ignore the accomplishments of a studio which 
broke 

ground in almost every aspect of television animation and produced 

many of television's most successful, award-winning, and highly 


acclaimed cartoons. Filmation had lasted over a quarter of a 
century 

and produced several hundred hours of animation, establishing 
itself 

as a leader in the industry and influencing the style and quality 
of 

television animation around the world. Whether for good or bad the 

closing of Filmation marked the end of an era, and to ignore the 

studio is to ignore a large portion of the last twenty years of 

animation in general. 


Curiously, little has been written about Filmation's work, 
especially 

in its early years. (Most animation historians stick to theater 
shorts 

and feature films, partly because it is easier to analyze and 
because 

there is less material -- a few hundred hours of film over the 
past 

seventy years compared to a few thousand hours of television in 
the 

past two decades alone.) Filmation was founded in 1962 by Lou 

Scheimer, a man of perception and direction who stayed on as 
producer 

right up to the end. He was soon joined by Norm Prescott, who took 
on 

the position of co-producer for most of Filmation's shows. The 
studio 

produced commercials and documentaries for a few years before 
moving 

into television animation with The New Adventures of Superman 
(1965). 

One can only guess at the quality and format of these shows, as 
they 

apparently have not been released on video (as many of Filmation's 

projects were not) and were unavailable for viewing. The cost of 
the 

show was low -- about $36,000 per half hour in 1966, about what 
Disney 

had spent on a seven-minute short a few years earlier. It must 
have 

had some merit, however, because it continued on the air for at 
least 

two more years and became an asset to the studio's reputation in 
its 

early days. 


Filmation's first big hit came with the release of The Archies in 

1968. Partly a response to rising criticism of Saturday morning 

violence, The Archies (taken from the comic books of the same 
name) 


stood up against the competition —- mostly old Warner Bros. 
Cartoons 

and other edited shorts —- and won by a mile. The show pitted 
Archie 


and Reggie against each other in nonviolent competition for the 

affections of Betty and Veronica, and borrowed heavily from the 
comics 

for plots, jokes, and characters. After a good first season, it 
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received an unexpected boost when the fictional group had a real- 
life 

ton ten song with the bubblegum hit "Sugar Sugar" in 1969, and 

continued very successfully under various names and formats for 

another decade. 


The wild success of The Archies is something of a mystery, as it 
is 

probably one of the most annoying cartoons ever made and certainly 
one 

of the worst Filmation ever produced. The voices are nerve- 
wracking 

to listen to, the plots contrived, the characters unsympathetic, 
and 

the dialogue downright moronic. The "limited animation" used was 
more 

of the former than the latter, with shameless reuse of footage and 

almost nonexistant backgrounds. Topping it off was an intrusive 
laugh 

track which served only as a reminder that something funny was 

Supposed to be going on. Still, the show was a big change from 
what 


was on at the time; and, like the earlier Terrytoons, the material 
was 
in demand because it was excruciatingly safe to show. 


In 1969, Filmation was bought by TelePrompter for $3 million and 
oe aie fully into production for television. It scored its second 
a hit in 1972 with the production of Fat Albert and the Cosby Kids, 
E milestone show in Filmation's history for a number of reasons. 


First, the show was the first true example of Filmation's 
"cartoon" 

style, with its definitely comical, loose character design and 

animation. This style was distinct from the studio's "realistic" 

style, which was reserved mostly for superhero shows and reached 
its 

peak with "Flash Gordon" much later. Second, it was the first of 

Filmation's "socially conscious" cartoons, which dealt responsibly 

with various personal and social problems of the characters. 
Written 

and hosted by child/expert/comedian Bill Cosby, the show provided 

comedy, characters, and strong non-violent stories in a single 
high- 

quality and highly lucrative package. Fat Albert won both the Emmy 
and 

Peabody Awards and continued production well into the late 1980s, 

becoming one of the strongest bastions of Filmation studios. 


== The Middle Years: The Seventies == 


The early 7@s is a strange period for the studio. Although 
production 

was started on many other series, most of them failed after a 
season 

or less and few survived to make it even to video. Such short-— 
lived 

animated fare as Dagwood (1973, based on the newspaper strip), The 

Jerry Lewis Show (1973), and Fantastic Voyage (1975, loosely based 
on 

the movie) briefly graced the screens, after which they were never 

seen again. Filmation made a few attempts at feature film 
production, 

although the features they produced were made with an eye for 

television and released in theaters mostly to determine their 
audience 

appeal before sale to the networks and syndication. The most 


notable 

of these is Journey Back to Oz (1974), which received good box 
office 

returns in the '74-'75 season and features the voice of Liza 
Minnelli 

as Dorthy. Reasonably successful, it was shown on ABC in1976, only 
a 

year later. 


One cartoon emerged from this period in a major way. Star Trek, 
the 

animated version of the Sixties science fiction classic, made its 

debut in 1974. Although it ran for even less time than its live- 
action 
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counterpart, Star Trek is one of the best works Filmation ever 

produced, and like its predecessor Lives on still in syndication 
and 

video. 

Star Trek achieved what all adaptions strive for: it recaptured 
the 

magic and spirit of the original series. This was helped in a big 
way 

by the return of almost all the elements from the original show. 

William Shatner, Leonard Nimoy, DeForest Kelly and the rest of the 

cast reprised their roles as the crew of the Enterprise, with the 

Single exception of Walter Koenig who did not return as Chekov. 

(Koenig did return to the series, however, as the writer of one of 
the 


episodes, "The Infinite Vilcan.") The voices were aided by the 
return 

of many of the original writers and the original story editor, 
D.C. 

Fontana. It was the first Saturday morning cartoon written by 
adults 


and for adults, but which could still be enjoyed by children -- a 
trend which is only now beginning to grow in favor. 


The animation is a wonder to behold. The actual movement of the 

characters is no great feat, and upon careful watching the viewer 
can 

spot reused footage and other time-saving tricks. The active word 
here 

is careful, because there is no other way to spot them. The shows 
are 

masterpieces of cover-up and compensation, with imaginative 
solutions 

to the common problems of Limited animation. 


With no particular art to copy, as there had been in The Archies 
and 

Dagwood, the Filmation crew had to come up with new but 
recognizable 

designs for the characters. They opted for a clean, stylized 
version 

of the crew, not exactly like their realistic style but not at all 

like their cartoon style. The somewhat surreal version works 

perfectly, in addition to having few lines to animate but enough 
to 

separate the various animated areas. Interesting camera angles, 
such 

as long shots and bird's-eye views, give the show a feeling of 
depth 

and drama; long pan shots are used very effectively to establish 

scenes. Fabulous backgrounds of alien worlds and cities, some of 

Filmation's best ever, splash color and intricate landscaping 
across 

the screen. Stack shots and extreme close-ups intensify the 
tension 

of the scenes. All in all, one can watch these shows for hours 
before 

realizing just how little animation is actually being done, and 
even 

then it does not seem to matter very much. 


In addition, Star Trek was able to expand on the original series 


in 

a number of ways. The returning writers brought back characters 
and 

produced intelligent and often hilarious sequels to the original 

shows. Interstellar swindler Harry Mudd returned to bilk the crew 
in 


"Mudd's Passion,'' Klingon Commander Koloth reappeared to make 
Kirk's 
life miserable, and Cyrano Jones beamed back onto the Enterprise 


with 

another load of tribbles ("These tribbles are safe, Captain, I 
assure 

you!"') in "More Tribbles, More Troubles," written by tribble 
creator 

David Gerrold. The show also took full advantage of the animated 

medium in a way few others have, not only with the aforementioned 

backgrounds and settings but with the incredible array of aliens 
that 

we were told existed in the Federation but which we never actually 
got 

to see in the old series. They appeared not only as incidental 

characters but as actual crew members, the most prominent being 
the 

feline Lt. M'ress and the tripedal Mister Arex. We were also 
treated 

to stories that would have been far too difficult or expensive to 
do, 

such as in "The Terratin Incident," when a strange form of 
radiation 
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begins to shrink the members of the crew down to insect size. All 
of 

these factors together formed a series whiched shined out from the 

dark well of early Seventies television cartoons and eventually 
moved 

from Saturday morning into cartoon legend. 


The early to mid-seventies marked the start of an important trend. 
AS 

the networks' demand for animated shows for both Saturday morning 
and 

prime-time specials increased, the ra'e at which shows had to be 

produced increased proportionally. The cost of the shows had to be 

kept low, but the volume was rapidly expanded. This led to a great 

many cut-rate cartoons, of which Filmation produced its share. 


Still, 
in the midst of the dreck, Filmation always tried for originality 


and 
strove to keep some form of social responsibility apparent -—- if 
nothing else, the studio tried always to be conscious of the 
messages 


it was sending, sometimes more successfully than others. 


Though most of the shows from this period are unremarkable from an 

animation standpoint, some bear mentioning. Space Sentinels 
(1977), 

which ran for several years, chronicled the adventures of three 
Super-— 

powered immortals who protected Earth. The surprise here was that 
the 

leader of the group was not the blond-haired, blue-eyed Aryan male 

Hercules but the sleek black females Astra, who held sway over the 
two 

men on the team. The same could be said for Super Stretch and 
Mirco 

Woman, from the same period, which featured a black husband and 
wife 

Superhero team. Batman and Tarzan, Lord of the Jungle, which were 

usually run together as a package, were also very successful. 
Batman 

featurned fairly good animation but was more entertaining for its 

Snappy writing and imaginative storylines, which brought back 
villains 

from both the comic and the Sixties television show. Tarzan 
featured 

better animation, some of it rotoscoped, but is noteworthy because 
of 

its stories. For some reason, the writers figured they couldn't 
hold 

the audience's interest with Edgar Rice Burroughs-—Burt Hogarth 
type 

jungle plotlines, so they tried a different approach and ended up 
with 

some of the wierdest stories ever attributed to the jungle mythos. 

Tarzan regularly featured lost cities filled with intelligent 

gorillas, lost races of strange humanoids, escaped prehistoric 

monsters and hostile aliens from outer space, which the title 

character bravely confronted with his animal friends and awful, 

stilted dialogue. 


Just before Filmation passed through the '79-'8@ cusp, it produced 

another gem of workmanship with the release of the made-for-TV 
movie 

Flash Gordon ——- The Greatest Adventure of All. A series followed, 

which was interesting but really no more remarkable than anything 


else 

the studio was producing at the time. The real heart-pounder was 
the 

movie itself, which was cut up into half-hour segments to be shown 
as 

the opening week of the series —- a practice common today ——- which 

Filmation pioneered. Strangely, however, only portions of the 
original 

movie were retained for the television show, and the whole thing 
was 

re-edited, with scenes from the movie not appearing in the series 
and 

scenes from the series not appearing in the movie! The entire 
ending 

was changed, as well as large amounts of the plotline, resulting 
in 

two similar but different shows. The movie is the better version 
for 

a variety of reasons. 


Of the two productions, the movie sticks much more closely to the 
Original Alex Raymond storyline drawn from the comic strip of the 
30s 
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and 4@s. The movie, may be expected, also retains more sexual 

references made by various women toward Flash (and various men 
toward 

Dale), not explicit but carefully excised from the series version. 

There is slightly more explicit violence also. In one scene, for 

instance, the Mole Men are attacked by the living roots of 
Arboria, 

the forest kingdom. In the series, we see them being surrounded 
and 

carried away by the roots, and then they are gone; in the movie, 
we 

actually see them being pulled into the earth, claing at the soil, 


never to surface again. There is also an entire subplot about Ming 

sending weapons to the Nazis and attempting to breed a master race 
on 

Mongo which was eliminated from the series, as was a beautifully 

choregraphed fight scene finale between Flash and the evil 
emperor. 

All in all, the movie is stronger plotwise and characterwise than 
the 

series. 


The animation in the Flash Gordon movie is also quite triumphant 
and 

Superior. Extensive rotoscoping was used, most obviously with the 

spaceships, which made parts of the movie resemble the old 
Superman 

cartoons by the Fleischer studio ——- although I would rate Flash 
Gordon 

the better, for its more fluid motion and consistancy. The shading 
is 

excellent throughout, and there are some very interesting lighting 

effects, most notably in the battle scenes in the aurium mines. 
Also 

returning were the elaborate and colorful backgrounds, absent from 

Filmation's Saturday morning fare and even from most of the Flash 

Gordon series. The exotic settings were complemented by 
imaginative 

and beautifully animated monsters and creatures, and the film 
marked 

the first appearance of the uniquely Filmation "laser-shimmer" —— 
an 

instantly recognizable special effect that looked like a field of 
tiny 

lines of light moving back and forth. The effect became one of 

Filmation's most important and impressive bits of technical 
wizardry, 

and they used it extensively. 


In the late Seventies-early Eighties transitional period, 
Filmation 

also produced several live-action Saturday morning shows, 
including 

Shazam, Isis, Ark II, Space Academy, and Ghostbusters. These shows 

were not very well done and mostly short-lived. The two most 
important 

were Ark II, for its subject matter (about a group of roving 

scientists in a post-environmental holocaust world), and 
Ghostbusters, 

which starred Forrest Tucker and Larry Storch as a bumbling pair 
of 

ghost exterminators and Bob Burns as their pet ape, Tracy. 


Colombia 

bought the rights to the title "Ghostbusters" for an undisclosed 

amount for the 1984 feature film of that name, and in 1986 
Filmation 

revived the show, this time titled The Original Ghostbusters, as 
an 

animated series. 


== The Final Years: The Eighties == 


In 1981, Filmation was acquired by Group W Productions for a hefty 

$659 million. Shows from 198@ on were, for the most part more 
slickly 

produced, despite the fact that the studio was turning out more 

material than ever. In the 1980-81 season alone, the studio 
produced 

76 half-hour shows, the equivalient of twenty-five feature films. 

Shazam (1981, now an animated version) and Blackstar were rather 

typical products, featuring long periods of adequate to poor 
animation 

punctuated by brief flashes of very impressive material. The New 
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Adventures of the Lone Ranger (1980) was notable for its writing; 

voiced by William Conrad, it featured a very socially conscious 
Masked 

Man who hardly ever drew his gun and worried periodically about 
such 

things as the wrongs of using military force and saving the 

environment. Hero High (1981) was another show done in the cartoon 

style, featuring a group of adolescent heroes in training, which 

turned out to be funnier than expected. Also done in the cartoon 
style 

was Gilligan's Planet (1982), The Archies biggest rival for the 
most 


annoying cartoon ever produced. The show reunited the original 
cast 

members to voice the characters, apparently hoping to produce 
another 

Star Trek. Somehow, it managed to be even more predictable and 
moronic 

than the original show, and thankfully lasted less than a season. 
The 

made-for-TV movie A Snow White Christmas (1980) was produced along 

with other such projects, but they are as a whole barely worth 

mentioning, being inferior in both animation and writing. 


By far the best series to emerge from the early Eighties period 
was 

The New Adventures of Zorro (1980) which lasted at least two 
seasons 

on the networks. Once again Filmation made brilliant use of 

backgrounds and angled shots to cover for the limited animation, 
this 

time combining them with strong characters and intelligent 
writing. 

The stories are imaginative and complex, not to mention well- 

researched and authentic. Zorro tries to think his way through 
trouble 

more often than fight his way through it, and shows genuine 
concern 

for human life and the welfare of the people. Most impressive of 
all 

are the fight scenes, with swordplay obviously rotoscoped but so 
well 

animated and worked into the style that they are worth watching 
over 

and over again. Zorro was the last of its kind; such a well- 
conceived 

and produced historical cartoon has yet to grace the airwaves 
again. 


Filmation made a quatum leap in 1983 with the release of He-Man 
and 

the Masters of the Universe, another landmark show. He-Man is 

important not for its animation (which was adequate), its themes 

(which were basic), or its writing (which varied from good to 

reidiculous), but for the fact that it was produced with any 

affiliation with the major networks. Thanks to a marketing tie-in 
with 

Mattel toys, the show was sold directly into first-run syndication 
and 

found its target audience of four to ten-year-old boys almost 

immediately. A mere fifteen months after its debut, He-Man was 
showing 


on 166 stations nationwide (more than any network) and had a 
devoted 

audience of over 9 million viewers. In that time, Mattel had sold 
over 

$500 million worth of Masters of the Universe toys, in addition to 

another $500 million in other Masters of the Universe merchandise 

licensed to them. Filmation's gamble had paid off handsomely, and 
He- 

Man and the Masters of the Universe had opened a new door into the 

animation market. First-run syndication of cartoons suddenly 
became 

both very possible and very profitable. 


Filmation moved full steam into the first-run syndicated cartoon 

field, with the two other major television animation studios of 
the 

Eighties, Hanna Barbara and DIC, in hot pursuit. It added She-Ra, 

Princess of Power to its roster in 1986, hoping that a tale of He- 

Man's twin sister in Etheria would spark a like amount of 
interest. 

It revived The Original Ghostbusters that same year, and also 
began 

to produce Bravestarr, a space western set on the distant mining 

planet of New Texas. 
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All four of these series attempted to minimize violence and work 

productive, socially responsible messages into their shows, even 
to 


the point of having a piece at the end where a character would 
come 

out and explain what the moral of the show was. This was mostly in 

response to once again growing criticism of the violence and 
overly 

commercial content of cartoons, which because of the high cost of 

breaking into first-run were almost all tied to major marketing 


campaigns. (He-Man was attacked by Thomas Radecki, M.D., of the 

National Coalition on Television Violence, before he had even seen 
one 

episode of the show.) Of the Filmation shows in the late Eighties, 

Bravestarr was by far the most successful at this task. 


Set "in a distant time, and faraway place" on the planet New 
Texas, 

the show chronicled the adventures of Marshall Bravestarr and his 

deputies, Thirty-thirty and Fuzz, as they strive to protect the 
mining 

town of Fort Karium from the forces of evil, most often in the 
form 

of the gunslinger/sorcerer Tex Hex and his band of cronies, backed 
by 

the mysterious and powerful Stampede. One could go on for hours 
about 

the Freudian imagery of the show —- for instance, Thirty-thirty is 
a 

large blue talking horse who can become humanoid, and whose main 
love 

is a big hand-held particle cannon named Sarah Jane —— but the 
shows 

integrate messages into their stories more completely and 
seamless ly 

than any other show of the time. The western setting lends itself 


to 

morality plays, and the science fiction aspect allows the entrance 
of 

allegorical equivalents to real characters which might otherwise 
be 


construed as stereotypes. The best examples of this are the 
Foofdah, 
goatlike alien farmer/merchants who hold nonviolence as their 


highest 
ideal. The Foofdah are thinly veiled versions of the German- 
Scandinavian settlers, modeled after the Jews —- and if you don't 


believe it, listen to their accents. Other such representations 
abound, but for a change they are used to illustrate the 


advantages 

of diversity over blind bigotry. Bravestarr himself is 
intelligent, 

resourceful and compassionate, and seldom draws his gun. His 
object 


is to keep the peace, and he does so by making people try to 
understand each other. In general, the stories are simple but the 
messages were more well-constructed and clearer than in the other 
shows. 


As this last batch of cartoons was released, Filmation was finally 


feeling a financial crunch from many sides. Part of it was the 
fact 

that Filmation had a long-standing commitment to domestic 
production 

and so produced almost all of its line in and around the Los 
Angeles 

area, Supporting around 40% of the total business there. As rival 

companies sent more business to cheap production houses in Japan 
and 

Korea, where work is estimated to be 4@ to 50% cheaper, Filmation 
was 

less able to compete with them on a dollar-per-minute basis. An 

abortive strike in 1982 by the Screen Cartoonists' Guild did 
little 

to slow this dumbing of high speed "runaway" or "overflow" 
production 

to overseas studios, and it most affected Filmation, which was not 

doing it. Also, Lou Scheimer, founder and CEO, and finally 
trealized 

his studio's dream of producing full-length exclusively theatrical 

features with the completion of Pinnochio and the Emperor of the 

Night, but only after the feature's budget had rocketed from 
around 

$4 million to nearly $10 million. To make matters worse, Disney 
had 

gotten wind of the project and halfway through production decided 
to 

sue, leaving Filmation the option of dumping a very expensive 
project 

or locking horns with a multimedia giant. Although the story of 
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Pinnochio was public domain, Disney sued on the basis of character 

design and copyright infringement; the two companies eventually 

settled out of court. To make matters worse, their parent company, 

Group W Productions, was beginning to disintegrate and could no 
longer 


offer them much support. Money was tight, so much that the quality 


of 

the studio's cartoons was beginning to suffer -—-— most notably in 
The 

Original Ghostbusters, which had become almost terminally cheap. 
It 


was another big chance, but Filmation was a strong company and few 
believed it could not weather the storm. 


Watching Pinnochio and the Emperor of the Night, the Disney suit 
seems 

more like a reflex action than a serious intention to prosecute. 
The 

characters bear no resemblance to the Disney versions, a new 

Supporting cast and villians are brought in, and the plotline is 

completely different. More surprisingly, Pinnochio is actually a 

decent film. For the last thing that Filmation ever produced, it 
looks 

the least like a Filmation project. It has a strong story and 
likable, 

believable characters who move ina fluid, but not quite Disney, 

style. With the voices of Ed Asner, Tom Bosley, Jonathan Harris, 
James 

Earl Jones, and Don Knotts, the movie makes an impressive leap 
into 

what can only be called Filmation's first real attempt at true 

character animation. Had the studio survived, Pinnochio and the 

Emperor of the Night would have undoubtedly been pointed to as 
another 

major turning point in the style and quality of Filmation 
animation. 


But a series of blows suddenly rocked the studio with devastating 

force. Shortly before the release of Pinnochio, Group W 
disintegrated, 

leaving Filmation with practically no backing. New World, the 
film's 

distributors, seemed to lose confidence in the picture and the 
studio, 

and did not push the film's release as hard as it could have. 

Considering the box office returns of such animated dreck as The 
Care 

Bears Movie and The Pound Puppies Movie, this was particularly 

disastrous because, as a Superior product, Pinnochio could have 
made 

much more back much faster than it did. Filmation laid off an 
enormous 

portion of its staff in order to try and raise some capital, 
cutting 

it from an all time high of over 600 full-time animators down to 


only 
230. It was not enough; the film foundered, and hungry eyes turned 
upon the desperate studio. In late 1988, Group W Productions sold 
Filmation to a group of foreign investors headed by L'Oreal, the 
French-based cosmetics company, for 3@ million. 


L'Oreal, however, was not interested in the production arm of the 

studio. It had recently purchased the foreign rights to the De 

Laurentis Entertainment Group's Library, and the purchase of 
Filmation 

gave it a vast animation library that had never been shown in 
Europe. 

With this impressive war chest it had little need of continuing 

production in the troubled studio, and ordered it shut down. 
Projects 

like the next feature, Snow White —- The Adventures Continues, and 

Bugzburg, an animated series based on some of the characters from 

Pinnochio, were left unfinished as the studio closed its doors for 

good. 


The closing of Filmation studios signalled the end of 100% 
American- 

made cartoons. As Lou Scheimer puts it, "the Pinnochio picture may 

well be the last animated feature in a long time that will have 
been 

absolutely, totally done in this country." With Don Bluth recently 

moved to Ireland and even Disney starting to send work overseas, 
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Filmation's death marked the end of an age. But like any vast and 

groundbreaking company, its works will continue to be seen on 
cable 

and video for years to come, and its influence on the industry 
will 

last still longer. As a pioneer in the world of television 
animation, 

it has left its mark on both the style and content of cartoons 


today. 

Although it exists no more, Filmation has left a legacy which will 
not 

soon be forgotten. 
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== Saint Seiya: The Third Season —_ 
== Background, Character Guide, and Episode Synopses == 


With the third TV season, Saint Seiya went back to the storyline 
of 

the original manga, which follows the battle of Athena and her 
saints 

against the awakened spirit of Poseidon, Greek god of the oceans, 
and 

his Marine Shoguns (also referred to as Marine Generals, but I've 

chosen to refer to them as Marine Shoguns in this review). The 
armor 

Poseidon and his warriors wear are called "scales". Most of the 
Marine 

Shoguns seem to be the equivilent of Athena's Gold Saints. 


Poseidon has been reincarnated in the body of a young man named 


Julian 
Solo, who is the owner of a large shipping corporation that is one 


of 

the Graude Foundation's chief rivals. Julian has asked Saori to 
marry 

him, and was turned down. Thus when Poseidon awakens within the 
young 


man, and Athena turns down his proposition, both sides of his 

personality have cause to wish his rival no good. Having known 
each 

other socially, Julian and Saori are somewhat shocked when they 

discover each other's other "secret" identities. As a long-time 
MAN 

FROM U.N.C.L.E. fan, I had quite a giggle when I translated 
Julian's 

last name, as the main character and biggest letch of U.N.C.L.E. 
was 

Napoleon Solo! In Greek mythology Poseidon was one of the most 

important of the gods, and was full brother to Zeus —— and thus 

Athena's uncle. 


Marine Shogun Siren Sorento 


In the series, Siren showed up back in episode #97 to aid Hilda 
and 

is temporarily taken out by Dubhe Siegfried. As he's pretty 
important 

to the manga storyline, they had to find a way to bring him 
back... 

Siren's main weapon is a flute, with which he plays the "Death's 
End 

Symphony" -- it paralyzes a foe so they cannot fight back when he 

strikes them. In mythology the Sirens were three sisters who were 
half 

bird and half women. They had lovely voices, with which they drew 

Sailors and their ships to death upon the rocky shores of the 
island 

the sisters lived on. (While I'd initially translated Siren's 
"real" 

name as "Solento", I found out there's a major town beside the 

Mediterranean that is named "Sorento". It seems likely that 
Sorento 

was named for this town.) 


Marine Shogun Mermaid Testis 
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Saint. She was responsible for "awakening" the spirit of Poseidon 
in 

Julian Solo by giving him the trident which is part of the 
Poseidon 

scale. There are two personalities in Greek mythology Testis may 
have 

been named after —- either Tethys, a Titan and wife to the Titan 

Oceanus (sea god prior to Poseidon's arrival on scene) and Thetis, 
one 

of Oceanus' daughters. Eris crashed her wedding party, and she was 

also mother of Achilles. Mermaids are, of course, mythological 

creatures who are half woman and half fish. 


Marine Shogun Seahorse Baian 


Baian protects the first of the pillars the Bronze Boys must 
destroy 

in order to rescue Athena. Seiya faces him and ultimately defeats 
him. 

Baian's special blow is the "Rising Billows". Seahorses in 
mytho Logy 

were creatures with the forefronts of horses (with webbed feet 
rather 

than hooves) and the rear ends of fish. Poseidon's chariot was 
drawn 

by seahorses. 


Marine Shogun Scylla Io 


Io faces Andromeda Shun while trying to defend one of the Neptune 

Pillars. Scylla's power includes the ability to project energy in 
the 

forms of several different animals. In mythology, Io was one of 
the 

mortal women loved by Zeus. The god changed her into a cow to 
protect 

her from Hera, his jealous wife. After considerable adventures he 

finally returned her to her real form, and she later bore him a 


son 

named Epaphus. The Scylla was a sea-monster that had once been a 

beautiful sea-nymph. The sorceress Circe grew jealous of her and 

transformed her into a hideous monster. From the waist up she 
remaind 

a beautiful girl, but the lower part of her body was turned into 
Six 

ravening dogs. She was one of the sea monsters Odysseus faced 
during 

the Oddessy. (Io shares voice actors with Poison Demon General 
Naza 

from Yoroiden: Samurai Troopers.) 


Marine Shogun Chrysaeor Khristna 


Khristna is Shiryu's foe. Like Virgo Shaka, his attacks use a lot 
of 

Eastern religous and mythological symbolism. In Khristna's case, 
they 

are mostly Hindu in origin. Khristna, of course, is the name of 
one 

of the Hindu gods. Chrysaeor in Greek mythology was the son of a 

monster -—-— he was born of the blood of Medusa when Perseus cut off 
her 

head. Some legends have him being Poseidon's son by Medusa. He 
himself 

fathered many monsters. Chrysaeor appeared to be a handsome human 
man, 

and he was also known as the "chieftan of the golden spear" for 
the 

weapon he favored. 


Marine Shogun Lymnades Kaysa 


Marine Shogun Lymnades faces several of the Bronze Boys before 
Ikki 

shows up to fry his rear end. Kaysa changes his form to become 
someone 

each of the Saints loves, tricking them into letting their guard 
down 

so he can strike them unopposed. In mythology, the Lymnades were 
evil 

water demons who hated humans. They had the ability to mimic the 
form 

and voice of anyone they chose to. Their favorite trick was to 
assume 

the shape of someone a passerby loved -—- and when he/she got close 

enough, the demons pulled the humans into the water and drowned 
them. 
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Isaac faces Hyoga in what is yet another case of Cygnus having to 

fight someone out of his past. Isaac trained with Hyoga -- in the 

manga, with Aquarius Camus as their sensei; in the TV series the 

Crystal Saint trained them. One time while Hyoga was "visiting" 
his 

mother, he got caught in the rigging of the ship. Isaac dove down 
and 

saved him, throwing Hyoga free of the water and onto the ice. 
Isaac 

was himself badly injured by a jagged piece of ice, losing an eye 
in 

the process. He was sucked out to sea by a strong current. Hyoga 

thought he was dead, but a huge manta ray had scooped him up and 

delivered the injured warrior to Poseidon's realm. Isaac has since 

them served the sea god. Hyoga must defeat his old friend to save 

Athena's life, and Isaac is honor-bound to stop him. The fact 
Isaac 

blames Hyoga for the loss of his eye doesn't help matters any. The 

Kraken is a type of huge sea-monster, known for destroying ships 


at 

Sea. 

Marine Shogun Sea Dragon Canon 

Canon is the final Marine Shogun who must be defeated before the 

Bronze Boys can take on Poseidon himself. He ends up facing Ikki, 
who 

is shocked when Canon's helmet comes off —- for Canon is a dead 
ringer 


for Gemini Saga! It seems that Saga was one of triplets, not 
twins; 

and Canon is the youngest of the three brothers. Therefore Canon 
has 


a special reason to dislike Athena and her saints. Canon has use 
of 

the same "Another Dimension" attack Saga used. A Sea Dragon, of 

course, is another type of sea monster that appears in many 
different 

mythologies, not just that of the Greeks. 


== Third TV Season Episode Synopses == 


#100 -- Kaiko Poseidon! Seisen Futatabi 
Sea Emperor Poseidon! Holy War Once More 


Tidal waves threaten every city along every coastline in the 
world. 

In Japan, Tatsumi, Jabu, and company wonder where Saori and the 
Seiya 

Tachi are. Jabu and the other Bronze Saints are even more worried 

about the floods. The Bronze Boys, Cloth once more intact, have 
been 

out searching for sign of Athena. Seiya and Shun return to Asgard, 

where they tell Freya and Hilda they haven't found any sign of 
Athena. 

It must be Poseidon, they agree, Meanwhile, in Atlantis Saori 
wakes 

up in a strange bedchamber, to be welcomed by a man she recognizes 


as 

Julian Solo -- the owner of a large shipping company (on the 
Onassis 

level) that is a major rival to the Graude Foundation. (He's also 
the 


man in gold armor who was holding her at the end of the previous 
episode.) At a recent social function, Julian had proposed 
marriage 


to Saori -- and she had refused, to Julian's shock and anger. Now 
she 

realizes that Julian is the current manifestation of Poseidon, one 
of 

Athena's oldest rivals. Julian/Poseidon tells her that it is his 

intention to rule the world -—- or drown it. The marriage proposal 
is 

still open -- she had best consider her options well before she 
makes 

her decision. In Asgard, Hilda has discovered a parchment that 

mentions a black whirlpool. She, Freya, Seiya, and Shun go to find 
it. 


Seiya and Shun are debating what to do when a surge of wind pulls 
them 
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into the whirlpool. They wake up in a tide pool in a strange land; 

there is water far overhead as if they are in a huge air bubble 
under 

the sea. Walking toward the sound of a woman singing, they see a 

strange statue of a mermaid. A woman's voice laughs and tells them 
it 

is a Marine Scale -- that of the Mermaid. The statue breaks up and 

encases the woman, who introduces herself as Mermaid Testis -- a 

warrior of Poseidon. She leads the two Saints on a merry chase, 

culminating in her "Red Coral" attack, in which coral mystically 
grows 

over them. Seiya and Shun break free and Seiya attacks. He is 

interrupted by the arrival of a tall man in gold armor (no, not 

Poseidon) that Mermaid addresses as "Lord Sea Dragon" (Sea 

Dragon-sama). He is the equivilent of a Gold Saint and most senior 
of 

the Marine Shoguns (Generals) who serve Poseidon. He easily blows 
the 

two tired Bronze Saints away. 


#101 -- Uchi Kudake! Shichitsu no Umi no Manmosu Hashira 
Smash! Mammoth Pillars of the Seven Seas 


Shun and Seiya rise to face Sea Dragon again. Seiya demands they 
tell 

him where Athena is. Sea Dragon wonders why it's Bronze Saints 
who've 

come to Athena's rescue rather than the Gold Saints they expected. 
He 

laughs and tells Seiya that Athena is Poseidon's guest; they must 

prove themselves before they get more information. The two Bronze 

Saints realize they are surrounded by guards. Sea Dragon walks 
away, 

but before he gets far, Seiya calls him back —— the two Saints 
have 

wiped out all the guards in a matter of seconds! Poseidon is 


showing 

Athena his kingdom. Athena is arguing against his plans to drown 
the 

human race. Poseidon tells her that the flooding is controlled by 
the 

seven pillars around Atlantis, each named for one of the Seven 
Seas - 

— and they are all controlled by the "Main Breadwinner" pillar at 
the 

center of his little area of sea floor. ("Main Breadwinner" is 
also 

the name of a major, deep sea trench in the Atlantic Ocean.) He 
leads 

her to a room, and locks her in. Agree to join him, and she'll be 

freed, Poseidon tells her. She defiantly replies that her Saints 
will 

save her —— and defeat him. "They'll have to go through my Marine 

Shoguns first!" he says, closing the window he's spoken through. 
Then 

sea water begins pouring into the room. Sea Dragon leaves his 
"guests" 

to assume his post by one of the Neptune pillars. Mermaid informs 
Shun 

and Seiya that the Saints must defeat each Marine Shogun guarding 
a 

pillar, and destroy each pillar, before facing Poseidon and the 
Main 

Breadwinner. Athena's life will depend on them —- she will drown 
by 

day's end if they don't succeed. Testis points the pillars out to 
the 

two Saints and they are off to face their first opponents. They 
cannot 

afford to wait for the other Saints to join them. In China, Shiryu 
is 

consulting Roshi. Kiki arrives and tells them that the Asgardians 
have 

discovered a way into Atlantis. Shiryu gazes at a heart-stricken 

Shunrei, then leaves with Kiki. Shunrei collapses, crying that she 

knows Shiryu won't survive this mission. He hasn't recovered from 
the 

injuries he sustained during his fight with the Gold Saints, let 
alone 

the new ones from the God Warriors he battled. Roshi sternly tells 
her 

that it is Shiryu's responsibility -- the life of all humanity on 
the 

planet depend on his actions and the rest of the Seiya tachi. 

Elsewhere, Seiya and Shun are still fighting Marine Guards as they 

make their way to the pillars each has chosen as initial goals, 


and 

winning handily. (And again, they're running up stairs...why not 
down 

stairs, or at least flat pathways, for once? Reminds me of the 
Escher 

drawings with all the stairs going upward...) Seiya arrives at his 
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pillar and finds it guarded by Marine Shogun Seahorse Baian. It's 

Seahorse against Pegasus. In Asgard, Hyoga has arrived, and Freya 
and 


Hilda show him the whirlpool. He needs no urging to leap into it, 

leaving two worried goddesses in his wake. Pegasus is battling 

Seahorse but not having much effect; and Seahorse nearly tears 
Seiya 

apart with his own attack. As usual, Seiya gets up for more. 


#102 -- Shimpi Kagayaki! Kiniro no Bronze Cloth 
Bright Mystery! Golden Bronze Cloth 


Seahorse Baian and Pegasus Seiya are still locked in combat. Seiya 
is 

getting the worst of it (this is new?). Seahorse next uses his 
"Rising 

Billows" attack on Seiya, and looks rather pleased with himself at 
the 

result. Shiryu has now reached Asgard and is also led to the black 

whirlpool. Kiki joins him as the Dragon Saint leaps in. Seiya 
finds 

himself hit so hard he reaches the surface of the ocean and must 
Swim 

back down to reach Atlantis -- but his Bronze Cloth is now glowing 

golden! Pegasus returns to face Baian with a thundering entrance. 
Shun 

has reached his first pillar, and finds himself facing what 
appears 

to be a young woman. It is an illusion cast by Marine Shogun 


ScyLlla 

Io. (Io introduces himself as "Marine General" rather than "Marine 

Shogun". ) Scylla attacks Shun viciously; Shun's "Rolling Defense" 

successfully protects him. Elsewhere, Baian is damaged but still 

fighting. As he powers up to battle, Seiya's Cloth glows golden 
again 

-- and the Pegasus Saint realizes that when the Gold Saints bled 
over 

the Bronze Cloths, they also infused it with some of their own 

abilities and power. When the Bronze Boys properly use Seventh 
Sense, 

their armor will turn golden in color, then return to normal when 
they 

stop using Seventh Sense. Hyoga feels Seiya's cosmo and realizes 


the 

other Saint is using Seventh Sense. As Seiya strikes, Baian sees 
an 

image of Leo Aioria behind the Pegasus Saint (it is Leo who bled 
on 


Seiya's Cloth). Shiryu and Kiki also feel Seiya, but are too busy 

arguing with Mermaid to take much notice. Kiki tells Shiryu he'll 
hold 

off Mermaid while Shiryu goes on. Kiki tells Mermaid he's a 
student 

of Mu ("Appendix"?!?!) but after a short battle Mermaid defeats 
him, 

holding Kiki up by his collar as the young psychokinetic squirms. 

Baian has just discovered that his Scale has been damaged heavily 
by 

Seiya's last attack, and his own blows ineffective. Hyoga arrives 
as 

Seahorse tries again, and is soundly defeated as Seiya's Cloth 
turns 

gold again. Seiya tells Hyoga -—- and Shiryu, who has just arrived 


that they must destroy each of the Seven Seas pillars to save 
Saori's 

life. Hyoga and Shiryu run off to attack pillars and Marine 
Shoguns 

themselves as Seiya faces the pillar Baian guarded and powers up 
in 

an attempt to destroy it. 


#103 -- Ayaushi Shun! Osorubiki Ma Juu Kiba 
Fearful (Frightened) Shun! 
Dreadful Fang of the Demon Beast 


The illusion of the beautiful young girl Scylla is projecting 
turns 
into a horbible monster as Io launches his first attack against 


the 
Andromeda Saint. Spectral wolves and hounds leap at Shun. Shun 
uses 
his chains in the "Rolling Defense" that effectively protects him 
against this attack. Seiya is trying to unsuccessfully destroy the 
Neptune Pillar Baian had been protecting. The dying Seahorse 
Marine 
Shogun tells him it will take a Gold Saint's power to destroy the 
pillars. Kiki is still having problems with Mermaid. He is rescued 
by 
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the arrival of Ophichus Shaina, who has brought Roshi's Libra 
Cloth 

with her. She gives the Libra Cloth to Kiki with instructions that 

Roshi is allowing the Bronze Saints to use its weapons against the 

Neptune Pillars. She herself will fight Mermaid. Seiya is still 
trying 

to destroy Baian's pillar when Kiki shows up. The Pegasus saint 
uses 

one of the shields of the Gold Cloth to decimate the Neptune 
Pillar. 

Shaina and Mermaid, still battling, are witnesseed by Hyoga and 

Shiryu. All four pause -——- Mermaid in shock - as Baian's Neptune 
Pillar 

crumbles with a distant roar. Shaina tells the two to go on as she 

keeps Mermaid occupied. Shun still faces Scylla, remembering the 

legend of the half-human monster created by the sorceress Circe. 

Andromeda is still using a defensive strategy, but Scylla's next 

attack, the "Eagle Claw (or Crush)", penetrates the "Rolling 
Defense". 

(Each of Io's attacks is named after its psychic appearance, which 
in 

turn is based on one of the many animal totems that are part of 
the 

Scylla Scale.) Seiya arrives where Shaina is fighting Mermaid and 

thanks her for her help; she tells him to go on as well. The 


battle 

with Mermaid is hers, and the duty of the Bronze Boys is to defeat 
the 

other Marine Shoguns and destroy their pillars. Scylla next uses 
his 

wolf-form to attack Shun, then it's snakes, and then bats. But 
Shun 

does not give up. Scylla's bear-attack takes out Shun for a few 

minutes, but the Andromeda Saint struggles once more to his feet 
to 

continue the battle. Shun uses a "Spider Net" defense to stop 
ScyLlla's 

bee-oriented attack, and then Shun begins his own attack —- and 

penetrates the Marine Shogun's defenses! 


#104 -- Mayuu Shi Subeshi! Fumetsu no Golden Chain 
(Means of the) Demon Beast's Death! 
Indestructible Golden Chains 


Shun systematically destroys each of the pieces of the Scylla 
Scale 

that allows Io to use each of its various attack modes. At the 
Main 

Breadwinner, Poseidon "talks" with Athena, and remembers that 
after 

Saori Kiddo turned down Julian Solo's marriage proposal, he went 

walking along the sea-side cliffs, where he found Poseidon's 
golden 

trident. Mermaid was there, too, and told the confused young man 
that 

he was actually the sea god. She took him to Atlantis, where 

Poseidon's spirit completely possessed him, overwhelming Solo's 
weaker 

personality. Poseidon tells Athena that he will be triumphant —- 


the 

human mortals will either bow to him, or die under the waters of 
his 

oceans. Athena tells him her Saints will prevail. (Touching faith 
she 


has in five Bronze Saints...) Shun is still wiping out each of 
Io's 

attack modes piece by piece. Finally he completely wraps up Scylla 
in 

one of his chains, and then tries to destroy the Neptune Pillar 
with 

the other. Like Seiya, he discovers that he can't dent the Pillar. 

Scylla breaks free and attacks. Shiryu arrives at his own first 

pillar, this one defended by Marine Shogun Chrysaeor Khristna. 
Shiryu 

comes under strong attack from his newest foe rapidly. Seiya is 


heading for his second pillar when he thinks he hears Aquila 
Marin's 

voice, and then sees her running up the stairs ahead of him. Shun 

rises to face Scylla's final and most powerful attack, one not 
based 

on his Scale -- that of the "Big Tornado". Shun uses Seventh Sense 
to 

relefect the attack, and the Andromeda Cloth turns gold-colored. 
This 

time Scylla Io cannot break the Nebula Chains. 
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#105 -- Excalibur! Uwanni Yadoro Shura no Kon 
Excalibur! In the Right Arm Dwells Shura's Soul 


Shun prepares to use full cosmo against the pillar, even though he 

knows the effort may kill him. Kiki shows up with the Libra Cloth. 

Shun uses its nun-chucka to strike at the pillar. Io throws 
himself 

in front of the pillar, but the nun-chucka simply crushes him 
between 

itself and the Neptune Pillar. Saori feel Shun's triumph and 

telepathically congratulates him as the pillar crumbles. Shun, 

horrified (he'd done his best to defeat the Marine Shogun without 

killing him) bends over the dying Io and asks why he threw himself 

into the path of Shun's blow. Io asks him if he really thought 
that 

Poseidon's Marine Shoguns would be less willing to sacrifice 

themselves for their patron god than Athena's Saints are? Shiryu 
is 

still fighting Chrysaeor and not getting very far. Chrysaeor's 
"Golden 

Lance" is doing quite a bit of damage, and the Marine Shogun 
proves 


to be just as fast as the Dragon Saint. Shiryu discovers the hard 
way 

that the Golden Lance can penetrate the Dragon Cloth's shield, as 
it 

goes through not just the mystic metal but also through Shiryu's 
side! 

(Yes, Shiryu is going to prove once more just how much blood he 
can 

shed...) Shiryu tries to break the lance with his hand, but is not 

successful. The spirit of Capricorn Shura appears to him and gives 

both advice and encouragement. Khristna spears Dragon's shield 
once 

more, but Shiryu is beginning to use Seventh Sense. His shield 
turns 

gold, and entraps the lance. Shiryu then tries to use the 
Excalibur 

Blow against the Golden Lance, but due to not being able to fully 

control Seventh Sense yet fails to hurt the lance. Khristna pulls 
the 

lance free and spears Shiryu's leg with its point. Shiryu doffs 
his 

armor, and the two go at it again. Shiryu grabs the lance and 
pinions 

it between arm and body. This time the Excalibur Blow is 
successful — 

-— the lance breaks in half. Further, the Chrysaeor Scale is 
damaged 

as well, falling away from Khristna's body. Khristna throws away 
the 

headless shaft of his weapon and assumes lotus position. He glows 
and 

floats mid-air as he prepares another attack against the Dragon 
Saint. 


#106 -- Yume Nashi Kin! Kiikai Wa Shi no Nioi 
Cruel Dream! Death's Scent Returns 


Khristna's next attack is more psychic than physical, as well as 

manifesting with various Hindu symbology. He tells Shiryu that the 

lance was only a conduit for his power —- he has lots of energy to 

wield even without using the lance as a focus. Shiryu does his 
best 

to fight back but is clearly not sure how to deal with this 

non-physical method of attack. Khristna lectures him (something 
about 

how one's ki must become as tranquil as a calm sea even during 
full 

combat —- I think he's telling Dragon that the Bronze Saint is 
still 

too emotional during combat to properly use his fighting skills) 


as 

he deals out his blows and deflects Shiryu's own attacks. The 
stress 

is beginning to tell -—- Shiryu is starting to lose his eyesight, 
and 

Khristna's image begins to blur. Shiryu decides to use his cosmo 
to 

see, uSing the “inner sight" he learned with such difficulty to 
use 

after his earlier encounter with Perseus Algol (first season). 
Using 

this inner sight he "sees" Khristna's weak point. Shiryu must once 

more use Seventh Sense and the Excalibur Blow to take advantage of 

this weakness. The blow kills Khristna, and Shiryu himself is 

seriously weakened as both fall to the ground. Hyoga is heading 
for 

a Neptune Pillar, only to encounter Aquarius Camus. They fight, 
and 
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Hyoga —- unable to bring himself to strike with full strength —- 

weakens and falls. Camus lifts him into his arms...but there is an 

evil grin on the Gold Saint's face. Kiki finds Shiryu. "Your 
eyes!" 

he exclaims. Shiryu tells him that's not important...Seiya arrives 


at 

the next Neptune Pillar, and sees Marin. After a brief argument 
she 

takes off her mask and tells him she is his older sister, Seika. 
He 


goes to hug the Aquila Saint. We see their combined shadow turn 
into 

something monsterous... Shiryu takes one of the Libra Cloth's 
swords 

and goes after "his" pillar. As it collapses, so does he. Shun 
finds 

the unconscious forms of both Hyoga and Seiya, and his chains warn 


him 
of danger. He turns to see Phoenix Ikki behind him. Warned by the 
Nebula Chains, Shun blocks Ikki's deadly blow! 


#107 -- Kokoro no Kariuto! Lymnades Mujono 
Hunter's Heart! Cruel Lymnades 


Shun strikes back at Ikki, and Ikki's form blurs, revealing 
himself 

to be a Marine Shogun who introduces himself as Lymnades Kaysa. 
Kaysa 

admits to appearing to Hyoga as Camus and using Hyoga's confusion 
to 

strike down the Cygnus Saint. Similarly, he appeared as Marin to 
lull 

Seiya's suspicions and allow him to safely attack the Pegasus 
Saint. 

Unfortunately, Shun's chains have given him away this time. Shun 

attacks and has Lymnades on the ropes (sorry...) but as Kaysa 
takes 

Ikki's form again, the Andromeda Saint discovers he cannot deliver 
the 

killing blow even though he knows it's not really his brother. 

Lymnades takes advantage of Shun's reaction to viciously attack 
the 

Bronze Saint. Elsewhere, Shiryu instructs Kiki to continue onward 
with 

the Libra Cloth. He will follow as soon as he recovers his 
strength 

enough to do so. Lymnades is abusing Shun drastically, but the 
arrival 

of the real Ikki prevents Kaysa from killing the Andromeda Saint. 
Ikki 

hits Kaysa with a Genma Ken, and momentarily Kaysa thinks he's 
facing 

his own duplicate. A shaken Kaysa recovers to face a very angry 

Phoenix Saint, and Ikki attacks the Marine Shogun with several 
blows, 

easily blocking Lymnade's own attack. (Denied the surprise of his 

illusions, Kaysa seems to be a rather poor fighter.) Lymnades 
tries 

to become Shun, but Ikki is not fooled by the illusion —- only 
made 

even more angry! Lymnades falls, and pulls from Ikki's mind the 

memories of Esmeralda. We see Ikki embracing Esmeralda's image, as 
she 

knifes him -—- but that fades, and we realize that it was Kaysa's 

fading dream as he dies, not an actual, successful attack. Kiki 
shows 

up with the Libra Cloth and Ikki first starts the healing process 


> Hyoga and Seiya by "donating" some of his cosmo energy to them. 
ese takes one of the Cloth's golden trident spears and splits apart 
ss Neptune Pillar Lymnades was protecting. Ikki begins to leave for 
mk next pillar. 


#108 -- Issac! Koa no Omotsu Toko 
Issac! The Man With the Heart of Ice 


Hyoga wakes up just as Ikki takes off, but the Phoenix Saint does 
not 

reply to Hyoga's words as he heads up the next set of stairs. 
Hyoga 

risees to his feet, thinking that everyone but him has now 
defeated 

a Marine Shogun and taken out a pillar. Slowly, he heads up toward 
yet 

another pillar. There he finds himself facing another person out 
of 

his past. He recognizes the Marine Shogun, Kraken, protecting this 

pillar as Isaac —- an old friend who trained under the Crystal 
Saint 

with him. But the Kraken Marine Shogun has only one eye now. 
Isaac 
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attacks quickly,, and puts out one of Hyoga's eyes while the 
Cygnus 

Saint is still lost in his memories. When Hyoga asks why in shock, 
it 

turns out that Isaac blames Hyoga for the loss of his own eye. It 

seems that one of the times Hyoga dove under the inland sea to 
Visit" 

his dead mother's body, he got trapped in the sunken ship's 


rigging. 

Isaac dove down to rescue him, and got hit in the face by a chunk 
of 

ice, destroying his eye. He'd managed to throw Hyoga free of the 
water 

before being carried away by the current —- and, unknown to Hyoga, 
the 

unconscious Isaac was saved by a sea monster (in the manga it 
looked 

something like a huge manta ray) and brought to Atlantis. Then 
Isaac 

continues his attack. 


#109 -- Ganbare Kiki! Kahashki Shitou 
Hang In There Kiki! Sorrowful Life and Death Struggle 


Shun wakes up and heads for the seventh pillar. Isaac and Hyoga 

continue their battle, with Hyoga pulling his punches as he 
doesn't 

really want to hurt his former friend. Instead he tries to talk 
Isaac 

out of his current service to Poseidon...mostly unsuccessfully. 
Kiki 

arrives as Hyoga falls, unconscious. Isaac tries to force Kiki to 
hand 

the Gold Cloth over to him, and Kiki fights back. Isaac is abusing 

Kiki when Hyoga wakes up and intervenes. He accuses Isaac of 
behaviour 

unbecoming a warrior of one of the gods. This time Hyoga does not 
pull 

his punches, and Isaac for a minute sees the forms of both the 
Crystal 

Saint and Gold Saint Aquarius Camus behind the Cygnus Saint at 
Hyoga 

manifests Seventh Sense and uses an "Aurora Execution" against the 

Kraken Marine Shogun. Isaac falls to this attack, and Hyoga uses 
one 

of the Libra Cloth's weapons to destroy this fifth pillar. He then 

goes back to Isaac, who warns Hyoga that Marine Shogun Sea Dragon 
is 

far more powerful than they realize, and has much influence with 

Poseidon. Then Isaac, repentful, dies in Hyoga's arms. Meanwhile, 
Ikki 

has arrived to face Sea Dragon at the sixth Neptune Pillar. 


#110 -- Kiku! Utsukushiiki Athena no Utagoe 
Listen! Athena's Beautiful Singing! 


Ikki and Sea Dragon face each other on the steps leading up to Sea 
Dragon's pillar. Ikki senses something familiar in the 'feel' of 


Sea 

Dragon's cosmo. Sea Dragon uses a "Galaxian Explosion" attack 
against 

Ikki. Phoenix struggles back to his feet as the Marine Shogun 
takes 

off his helmet —- and Ikki thinks it's Gold Saint Gemini Saga in 
that 

Marine Shogun Scale. Sea Dragon tells him that he is Saga's 
younger, 

identical twin brother. Then he uses his "Golden Triangle" attack 

(somewhat similar to Saga's "Another Dimension" attack) against 
the 

Phoenix Saint, and Ikki disappears from view. Shaina is still 
fighting 

Mermaid and has had enough. She uses a full-power attack against 

Testis and knocks her out. The Ophichus Saint heads for Poseidon's 

Palace to confront the sea god. Poseidon easily defeats her, but 
Seiya 

hears her cosmo's call for help and heads for the palace. Shiryu 
is 

waking up and also heads for the Palace and the Main Breadwinner. 
Sea 

Dragon's gloating is interrupted by flute music -—- it is Siren 

Sorento. The two talk for a minute. Sorento reeminds Sea Dragon 
that 

the other five Marine Shoguns are all dead, so he should not be so 

pleased with himself. (There's also something I couldn't quite 
make 

out here -- something about perhaps they are doing so poorly 
because 

Athena's cause is just, and Poseidon's is not. The suggestion is 
that 

while Sorento will continue to follow orders, he's having second 
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thoughts about what Poseidon is planning.) They feel the cosmos of 
Seiya and Shiryu surge as they get closer to the Main Breadwinner, 


as 

they respond to Athena's own cosmo. Sea Dragon orders Sorento back 
to 

his own pillar. Siren arrives just in time to confront Andromeda 
Shun, 

who has arrived on the plaza below the seventh pillar. Shun is 

shocked, as he thought Siegfried had taken Siren out (in the 
second 

series). Sorento tells him that he tricked Siegfried into 
releasing 

his hold, and thus escaped to return to Atlantis and continue to 
serve 

Poseidon. Shun attacks, and Sorento reflects his chains back at 
him. 

Then Siren Sorento begins to play his flute... 


#111 -- Tomoyo! Shimu Toki Ha Itsushiyo Da 
Friends! Until Death 


Athena's cosmo is starting to grow as her warriors get closer. 
Sorento 

can feel it and stops playing his flute, and Canon also reacts to 

Athena's power. Her cosmo weakens somewhat as Seiya enters the 
palace 

and sees the unconscious Shaina. Behind the sea god the Main 

Breadwinner is visible. Poseidon blocks the Bronze Saint's path to 
the 

final, key pillar in which Athena is imprisoned. Seiya strikes to 
no 

effect; Poseidon simply reflects his blow back at him. "I ama 
god," 

("Watashi wa kami desu") Poseidon tells him. "Did you really think 
it 

would be that easy to defeat me?" Seiya keeps coming back for 
more, 

his Pegasus Cloth disintegrating under the effects of Poseidon's 

power. The sea god send a more powerful attack at the Pegasus 
saint - 

— which is blocked by Shiryu's Dragon shield. Seiya faints as 
Poseidon 

now faces Shiryu. Hyoga is also enroute, feeling the power of 
Athena's 

call. Even in Sanctuary the Gold Saints feel her cosmo, but know 
they 

cannot respond. Not only would it violate their new oaths to 
Athena, 

but they could not arrive in time to be effective. It is up to 

Athena's chosen, the five Bronze Saints, to save their patron 
goddess. 

Dragon attacks Poseidon with the same luck Seiya had. Hyoga shows 


up, 
and Dragon ends up protecting him from Poseidon's next attack with 


the 

Dragon shield -—- which is disintegrating under the stress. Both 
Shiryu 

and Hyoga fall as a result of Poseidon's full attack. Seiya wakes 
up 


and approaches Poseidon. In Sanctuary, the Gold Saints see the 

Sagittarius Cloth take off, and know where it is going. Mu gives 

thanks to Aioros' spirit (Aioros was the previous wearer of the 

Sagettarius Cloth, killed while saving the infant Athena's life 
some 

14 or 15 years previous), which is animating the Cloth. Canon sees 
its 

arrival in Atlantis and is alarmed. Seiya finds himself encased in 
the 

protective embrace of the Sagittarius Cloth, and realizes that one 

reason Athena's Cosmo has grown so powerful is that she was 
calling 

it to him. Elsewhere, Shun is still battling Sorento, who is 
becoming 

more and more doubtful about what he's doing. Siren uses his flute 

like a policeman weilding a riot baton, damaging but not killing 
his 

Opponent. Then Sorento prepares to play again, and Andromeda 
utilyzes 

his "Rolling Defense". The Nebula Chains prove no protection 
against 

the sound of the "Death End Symphony", which destroy the chains 
and 

put Shun in agony. Shun struggles to his feet and usees the Nebula 

Stream against Solento, its winds interferring with Sorento's 
ability 

to play. He asks the Marine Shogun to quit fighting, pleading 
Athena's 

cause. Sorento pauses but then says he's going to play the "Death 


End 

Climax". Shun responds with a "Nebula Storm" attack and Sorento, 
who 

has raised the flute to his lips but been unable to bring himself 
to 


play, is blown skyward by the Andromeda Saint's attack. (Thus Shun 
makes up for his wimpiness against Lymnades! ) 
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#112 -- Futatsu no Tamashi! Poseidon Yakatsu Nazo 
Two Spirits! Riddle of Poseidon's Rebirth 


Siren lands, hard, his flute striking the pavement some distance 
from 

him. Kiki shows up with the Libra Cloth, and Shun choses a weapon. 

Seiya now faces Poseidon alone, as Hyoga, Shiryu, and Shaina are 

unconscious behind him. Both are momentarily distracted as a sixth 

pillar —- that guarded by Siren Sorento -—- falls. Then Poseidon 
blows 

Seiya away by reflecting the young gold saint's attack back at 


him. 
Ikki returns to battle Marine Shogun Sea Dragon once more, which 
Surprises Canon. No one has ever returned after being hit with a 
"Golden Triangle" attack before! (There are some hints that Athena 
had 


something to do with bringing Ikki back from wherever Canon sent 

him...another reason for the increasing strength of her cosmo!) 
Ikki 

hits Sea Dragon with a "Genma Ken" that forces Canon to remember 
the 

argument he had with older brother Saga years ago. (It is just 
before 

Ares has completely possessed Saga.) Their older brother is now 
Master 

of Sanctuary. Canon has always been something of a bad apple, and 
SO 

far has not manifested cosmo. (I'm not sure, but I think it takes 

twins or brothers to fully manifest as Gemini Saint. Their older 

brother gave up that Gold Cloth, which he shared with Saga. Canon 

cannot take on Cloth until he manifests cosmo. Further, there is 
some 

speculation that if a single person wears the Gemini Cloth, the 
strain 

will tend to drive him insane —- perhaps the fact he was being 
Gemini 

alone made Saga more vulnerable to Ares' control?) Canon is 
suggesting 

several changes in Sanctuary which horrify Saga. Further, he says 
that 

they should kill the infant Athena -- and of course their older 


brother, who is too much of a “goody two shoes" to agree with 
their 

plans. The other Gold Saints are young enough that they can be 
easily 

lead. When Saga reacts badly to Canon's suggestions, Canon tells 
him 

that because they are identical he is aware of things about Saga 
no 

one else is —- including the fact that deep inside, Saga is even 
more 

evil than Canon is! (At this point we see Saga's eyes flare red.) 
Saga 

thinks Canon is making up stories to hurt him, and ends up locking 
his 

younger brother in a below-high tide cave in the hopes Canon will 
be 

forced to manifest Cosmo (and hopefully accept his 
responsibilities 

at that point, too. Knowing that by this time Ares was also 

manifesting in Saga, one wonders if that other half of the Gemini 

Saint also had something to do with the idea —- obviously, Ares 
wou Ld 

be worried about being discovered too soon, and Canon was hitting 

fairly close to the mark on his accusations!) Canon believes he 
was 

saved by Poseidon —- and thus not only released the spirit of the 
sea 

god but also turned his patron god (who was supposed to be allied 
with 

her) against Athena. Then Canon thinks he is once more facing Saga 

here in Atlantis —- and as the illusion fades Ikki tells him it 
has 

revealed the truth of what happened, if Canon is willing to face 
Bi oe 

They square away for another battle, Canon refusing that he saw 

anything not there before. At Poseidon's palace, Seiya is doing 
poorly 

against the sea god. He draws his bow and puts arrow to string... 


#113 -- Poseidon Oute! Oukon no Itsushi 
Poseidon's Blast! Golden Arrow 


As Seiya tries to shoot Poseidon with a golden arrow, the sea god 

turns it around and sends it back toward Sagittarius. The first 
one 

hits Seiya; he pulls it out and tries again -- and is yet again 
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unsuccessful. This time Shaina throws herself in front of him and 

takes the shaft. Seiya tries a third time, and Shiryu intercepts 
it 


this time as Poseidon sends this one back toward its origin as 
well. 

Shun arrives, joining Hyoga as both also put themselves between 
Seiya 

and the sea god. Using the cosmo of all five saints present, 
Seiya's 

arrow strikes Poseidon, knocking his headpiece off. Poseidon seems 

paralyzed, as Julian Solo tries to regain control, and the Saints 
race 

past him toward the Main Breadwinner. Poseidon regains control and 

blasts them from behind with his trident. The power surge shocks 
Ikki 

and Canon out of their stand-off. Sorento and Kiki arrive at 
Canon's 

pillar. While Ikki uses one of the weapons of the Libra Cloth to 

destroy the pillar, Sorento keeps Canon at bay, as the Siren 
Marine 

Shogun tells Canon that it is the wrong time for Poseidon to be 

manifest. Back at the Main Breadwinner, Poseidon strikes the 
Saints 

again. Hyoga blocks the blow. Poseidon attacks again —- and this 
time 

the Aquarius Cloth protects them, and then encases Hyoga, who can 
feel 

the cosmo/spirit of the late Aquarius Saint Camus animating the 
Cloth. 

He tells Seiya to free Athena while he keeps Poseidon occupied 
(Seiya 


of course ignores this order -- will the boy ever learn?). Hyoga 
then 

unsuccessfully uses the Aurora Execution (Gold level attack) 
against 


Poseidon. The sea god's next blow is blocked by one of the shields 
of 

the Libra Cloth -—- held by Shiryu as he assumes that Gold Cloth. 
Now 


three new Gold Saints face the angry Poseidon! (Also, somewhere in 
here Hyoga's left eye has miraculously reappeared, and Shiryu has 
regained his physical vision...Continuity problems -- !!!) 


#114 -- Kagayaki Yojo no Hoshiyo! Eien no Shonen Densetsu 
Friendship's Radiant Star! Legend of Immortal Youth 


All three strike at Poseidon together and knock him down. Next 
goal - 

— destroy the Main Breadwinner...where Athena is imprisoned. Canon 
is 

beating the crap out of Ikki, but Sorento once more interferes, 

preventing the senior Marine Shogun from killing the Phoenix 
Saint. 

Both he and Ikki point out that Poseidon could not have saved 
Canon 

thirteen years ago, as the sea god's spirit was still imprisoned 
at 

that time. It was Athena and the manifestation of his own cosmo 
which 

saved Canon's life. Canon refuses to listen. As Ikki heads for the 

Main Breadwinner, Sorento tells Sea Dragon he is being an ass. The 

weapons of the Libra Cloth have proven ineffectual against the 
Main 

Breadwinner, and Seiya suggests they once more combine powers. 

Poseidon strikes at them before they can do so, then Ikki grabs 
the 

sea god and tells the three gold saints he'll try to keep him away 

from them -—- but hurry, as he can't hold a god for long! They are 

successful, and the ocean begins to pour into Atlantis as the 
pillar 

falls. Seiya emerges from the ruins of the pillar, Athena in his 
arms. 

Saori/Athena lectures Poseidon on his behaviour unbecoming a god; 
and 

tells him it's time he returned to his jar. Poseidon fights back 

unsuccessfully, and his spirit is drawn out of Julian Solo and 
back 

into the jar as the cosmos of the saints reinforce that of their 

patron goddess. Canon feels Poseidon's defeat and welcomes the sea 

rolling over him. Marine Shogun Mermaid arrives to protect the 

unconscious Julian Solo as Athena's cosmo shields both herself and 
her 

Saints from the cold Artic waters. Around the world the flooding 

waters receed, and all rejoice in their victory. (This is the only 

time we've ever seen Shaina in civies...) Julian Solo's 
unconscious 

form lays on a beach, and in the distance a mermaid leaps out of 
the 

water before disappearing under the waves. Athena and her saints 
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== Comments on Second and Third TV Series == 


The second TV storyline is flawed in that while the art and 
ation 

are consistently much better than that of much of the first 
yline, 

the plot is rather thin and rushed. We are given almost no 
tional 

character bits on the main characters. There are one or two —- 
a 

accepting Ikki's help in episode #95 is one example —- but not 
gh 

to satisfy me. Further, we segue almost directly to Asgard, with 


chance to get to see what's been happening in Sanctuary. I would 


liked to have had even some "throw away" scenes or flashbacks of 
what's going on there, perhaps see the Golds and the rest of the 
Saints officially pledge themselves to Athena, or so on. They give 


just enough on the God Warriors that we get to know them as people 


and then they all get killed off. It would have been better if at 
least a few of the God Warriors had survived their battles. As is, 


second TV storyline is perhaps better-written technically than the 
first season —- it's true drama rather than the melodrama of the 
taking of Sanctuary, in which too many of the villains were 

board 

men for the Bronze Boys to Knock down. But it's also a tragedy 


from 
one end to the other. This was not the sort of tone we were used 


to 

from first series, which tended to not take itself too seriously 
and 

had quite a bit of tongue-in-cheek humor. It was rather a shock to 
hit 

the much grimmer scenario the boys faced in their battle in 
Asgard. 

Plus, the constant battles one after another begin to wear after a 

while. 


I've also got to admit that while I prefer the boys' new Cloth 
overall 

(despite the fact they no longer have what I'd consider adequate 
groin 

protection, and the folks who say that Shiryu's new headpiece make 
him 

look like he has a spider on his head...) and the newer art style, 
the 

characters are all drawn much too thin for my tastes. I prefer 

characters -—- especially those who are supposed to be fighters —— 
to 

have a Little more meat on their bones. Heck, I liked Shiryu's 
broad 

shoulders in the first TV season, and Ikki's almost line-backer 
build. 

In the second two TV seasons (and the third and fourth movies) the 

main characters are drawn so thin that one wonders if they're 

suffering from anorexia... 


The third TV storyline, on the other hand, lacked characterization 
for 

anyone, Bronze Boys or Marine Shoguns. The only Marine Shoguns 
whose 

pasts we got a glimpse of were Isaac and Canon, whose life 
histories 


were important to the overall storyline -- Isaac due to his 
relationship with Hyoga, and Canon because of both his being 
Saga's 


brother, and the fact it is he who released Poseidon's spirit from 
the 

container it was bottled up in. The Poseidon storyline comes 
across 

as entirely too rushed, as if the studio had decided they didn't 

really care any more and wanted to get the series over with as 
quickly 

as possible. Not only did they not add any "padding" to the 
original 

manga storyline in the way of charcter-building scenes -—- like 


they 

did in the first storyline -- they actually cut out sections from 
the 

manga! In the manga it is Canon who sacrifices himself to save 
Athena 

from Poseidon's trident in the final minutes of the battle. In the 
TV 

series, Canon is still wandering around in a devil-may-care daze 
as 
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the tidal waves rush in, while Seiya —- in the Sagittarius cloth 

takes the trident instead. It made more sense, and added more 
pathos 

to the story when Canon was the one who stopped Poseidon's last 
attack 

for long enough that Athena could defeat him and release Julian 
Solo 

from the sea god's power. I was extremely disappointed in the 
third 

storyline. Further, the artwork and animation fell off somewhat 
during 

the Poseidon story as well. Several bits of lost continuity 
(witness 

the fact that Shiryu and Hyoga can see out of both eyes perfectly 

suddenly in the final minutes of the Poseidon story, something not 

Supported anywhere else in the storyline...in fact, in the manga 

Shiryu has shown up in Sanctuary using "inner sight" because his 

physical eyes are still blind) can be quite galling even to those 
who 

don't tend to "pick nits" as closely as this reviewer does. 


Shaina comes across as strong both physically and emotionally in 
both 

storylines. If any of the female Saints make Gold, it ought to be 
the 


Ophichus Saint! I wish I could say the same about Marin, but while 

Aquila certainly has mental backbone, she sure doesn't seem to 
have 

the fighting ability to support it. Which is a shame...she seems 
to 

do her best fighting when in the "womanly role" (please excuse the 

term and bear with me) of protecting someone she loves, like 
Seiya. 

Kiki is a very welcome supporting character in the Poseidon 
storyline. 

He injects at least a note of humor, and his attitude and actions 
are 

very much in line with what a child his age, with his training and 

special psychic powers, would do and be capable of. Not only is 
Kiki 

a "bearable" anime brat, I find myself becoming quite fond of Mu's 

protoge. One has the feeling he may eventually become the new 
Pegasus 

or Dragon once Seiya and Shiryu have permanently "moved up" into 
Gold 

Cloth. 


Frankly, I found both the second and third TV "series" to be 
extremely 

frustrating. The material was all there for some really good story 

telling and character-building, and occasionally Toei did do 
something 

good with the material at hand. But for the most part both the 

characters and the audiance get very short shrift. I know Toei can 
do 

much better than this! If I had to make a comment in one word: 
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== Jayce and the Wheeled Warriors == 
== An American Series Overview =— 


SSSSssSssssss======by Ala ra Rogers== 


I have often heard the sentiment that American animation -—- short 
of 

Disney and The Simpsons —- is entirely a wasteland, thoroughly 
devoid 

of interest or intelligence. While this does have a grain (or 
perhaps 

a whole mountain) of truth to it, occasionally a gem does come 
along. 

One such show is Jayce and the Wheeled Warriors, which aired in 

syndication from 1985-86. Never a popular show, due to inefficient 

advertising and the utterly miserable quality of its toy tie-in 
line, 

Jayce was nevertheless that rarity, a (mostly) well-thought-out 
show 

with gorgeous character designs and excellent animation. It did 
have 

its flaws, but so do most Japanese shows. 


The setting is a futuristic universe where science and magic exist 

Side-by-side. Humanity -- and a very large variety of interesting-— 

looking aliens -- populate a great many worlds, ranging in 
advancement 


from tribalism to high-tech. A scientist named Adric, who 
obvious ly 

has some grounding in magic as well, and his faithful servant Oon 
are 

conducting an experiment on a world with eight suns. Adric's plan 
is 

to create plants that will end starvation forever. But just as the 

plants are completed, a weird solar flare occurs, mutating the 
plants 

into evil sentient beings. These beings, called the Monster Minds, 

take over Adric's lab. 


Adric and Oon flee, and someplace else, Adric begins work on the 
Root, 

a magical plant that will destroy the Monster Minds. Meanwhile, 
the 

Monster Minds take over that world and a number of others. Their 
vines 


infect many planets, and the "fruits" of those vines —- vehicle- 
shaped 

quasi-sentient minions -- enslave or murder thousands. 

On Adric's homeworld, his son Jayce, mentor Gillian -—- a wizard 
and 

a mechanic —— and Flora, a bio-engineered plant/child, are living 
in 


a garden, protected from the Monster Minds by a shield of 
Gillian's 

magic. But the shield draws power from the sun, and the vines are 

slowly covering the shield, blotting the sun away. Meanwhile, 
Adric 

creates two plants, the two halves of the Root, which when grafted 

together will destroy the Monster Minds. (It is never specified 

exactly how.) But the Minds attack before the grafting can be 

accomplished. Adric takes one half, Oon takes the other, and Adric 

instructs Oon to get the Root to Jayce. They flee in different 

directions. 


Gillian has been building vehicles to fight the Monster Minds 
with, 

while Jayce impatiently awaits his father's arrival. Then Oon 
arrives, 

and tells them the whole story. Jayce must somehow locate his 
father, 

so the two of them can unite the Root. Jayce is, naturally, 
somewhat 

daunted by the task, but Gillian has a final gift. The magical 
Ring 

of the Lightning League possesses tremendous power, but can only 
be 
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used by the pure of heart. In ancient days, it was worn by the 
leader 

of the Lightning League, a small band of warriors who fought to 

overcome evil. Adric acquired the ring (it is never stated how), 
and 

now it is Jayce's. Under Jayce's command, the Lightning League is 

reborn. 


There is the minor problem of getting into space —- they don't 
have 

a ship —- but Gillian causes a space barge overhead, the Pride of 
the 

Skies, to short out an important circuit and land in the middle of 
the 

garden. The pilot, Herc Stormsailor, agrees to transport the 
Lightning 

League -- if they pay up front. Jayce says, confused, "Money? Why 

would we have money?" But Gillian, to Jayce's astonishment, clears 
his 

throat and asks if gold would be acceptable. It most certainly 
would, 

especially at the quantity Gillian is offering. The catch is that 


it 

was made from lead, and the transformation is not permanent. By 
the 

time it turns back, Herc has risked life and limb, had his control 

bridge completely redesigned, and is out in the middle of space —- 
he 

is darn well going to keep these people around until they pay him, 

which, Jayce promises, will be after they find Adric. 

Thus begins one of the most original series to appear on American 
Ts 


The Lightning League are itinerants, roaming through the galaxy to 
look for Adric, and fighting Monster Minds wherever they encounter 


them along the way. The method of battle varies -—- although they 

frequently fight in their mecha, the Lightning League vehicles, 
there 

have been episodes where the modus operandi of battle was magic, 
hand- 

to-hand combat, or trickery (something Jayce is very good at, for 
all 

his noble righteousness.) Jayce is a brilliant strategist, and 
uses 

his mind more frequently than his driving skill or agility. When 
the 

Situation gets desperate, he calls on the Ring (or sometimes it 

operates by itself), which seems to have the power to do 
practically 

anything. Episodes revolve around searching for Adric (or an 
artifact 

of Adric's ——- the Root reacts to the presence of any object Adric 
has 

touched, whether he touched it recently or not), saving people 
from 

Monster Minds, or fighting off plots by various humans or aliens 
to 

cash in on the Monster Minds' price on Jayce's head. 


What few sources I have seen spell this "Audric", but it's 
pronounced 

Adric (Ah-drik), and I like that spelling better. Adric's 
specialty 

as a scientist seems to be plants, but he has worked in other 

specialties as well —- like most anime scientists, few of whom 
seem 

to have any true specialization. He also obviously understands 
certain 

principles of magic, though he is not a magician himself, enough 


to 

use it in his work to some extent. He was "practically raised" by 

Gillian, from which I assume that he was an orphan, and when he 
was 

young, though he trained in medicine, his real ambition was to be 
a 

"space jockey". From that point on, most of his life is unclear. 
We 


do know that he acquired the Ring, made a rival, Dr. Zorg, helped 
found a scientific society (whose current leader is a black woman! 


Yay! Women scientists!), created Flora, and became Oon's master, 
not 
necessarily in that order. A brilliant man, and a hotshot fighter 
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himself, but subscribes to a weird set of moral codes. ("I will 
not 

pay money for my son!" he replied, when an alien offered him 

information on Jayce's whereabouts in exchange for cash.) One 
assumes 

he is widowered, aS no mention is ever made of Jayce's mother. 
(Either 

that, or Jayce is genetically engineered... heh, heh, heh.) 


I would estimate his age to be 15-16 at the beginning of the 
series 

and 17-18 at the end —- he doesn't grow a lot physically, but his 
face 

definitely gets older and he matures quite a bit. Jayce frankly 
hero- 

worships his father, has a very strong moral code, and is 
brilliant 

but extremely reckless. I should clarify that. Jayce doesn't risk 
his 

life for kicks, he risks it only in righteous causes—- 
unfortunately, 


there are so many righteous causes out there... Jayce believes in 
the 

sanctity of life (except Monster Minds) and will go out of his way 
to 

avoid killing humans or aliens, even to the point of rescuing his 

human enemies. He also seems to believe that, as long as his heart 
is 


pure, he is immune to danger. Certainly he takes enough risks. 
Jayce 


is as noble as your typical anime hero, but possesses a curious 

mixture of naivete and brilliance -—- his reaction to Herc's demand 
for 

money indicates that he has been extremely sheltered, but he has 
been 

Known to come up with battle strategies off the cuff that generals 

could be proud of. He is well aware that he doesn't know 
everything, 

and is great at using his people for their fields of expertise. He 
is 

extremely optimistic, but one suspects it's born of desperation —- 
he 

can't allow himself to think he could fail, because there's too 
much 

at stake. Where his father is concerned, he is irrational, 
obsessive. 

Once, when captured by a Monster Mind clone of his father, he kept 

asking, "Father, why are you doing this?" after it should have 
been 

obvious to anyone with a brain that it wasn't his father. His 
worst 

nightmare is, not surprisingly, that he would fail and his father 

condemn him. 


Oon 


One of the most irritating (no, make that the most irritating) 
characters in the series, the small cutesy robot analogue. Oon is 


an 

Eternal Squire, a mobile, sentient small suit of armor created by 
a 

mage named Squiresmith Wixlan to serve those who are on quests. 
Oon 

is unusually cowardly for one of these things, and is also a 
perpetual 

complainer. Jayce has a great deal of affection for the little 
thing, 

which served his father before him, but in general, Oon serves 
only 

to irritate. He possesses a "magic lance" which may or may not 

actually be magic, and can be disassembled without harm -—- in 
fact, 


he is frequently knocked to pieces, and is reassembled or puts 
himself 

back together again. Is at least 2,000 years old, but acts like a 

little child. Worst fear is that his cowardice will fail his 
master. 


Estimated between 7 and 10. Flora was created from a plant, by 
Adric 

and Gillian. She appears completely human, but is vulnerable to 

anything that affects plant life. She also possesses the ability 
to 

communicate with animals and plants, sense the approach of her 
friends 

or Monster Minds, and has demonstrated other psi abilities —- 
sensing 

when Jayce is in danger, protecting her friends from madness, even 
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telekinesis once. Physically, Flora is drawn well, with none of 
the 

tendency to deformity that anime children frequently have. She is 
very 

cute without being cutesy. She also has quite a mouth on her and 
is 

very mature and competent for a child her age —- one of the first 

genuinely useful anime rugrats I've ever seen. She is usually 
p layed 

as a serious character, and holds her own most of the time in 
fights. 

(Mecha fights. Physically, of course, she's a little girl and 
can't 

fight worth beans.) Worst fear: the destruction of all plant life. 


Gillian 


Pronounced with a hard "g". I would estimate his age at about 
Pcuaape old or so. Gillian is a kindly old grandfatherly type who 

probably instilled Jayce and Adric with their moral values, and is 
— in the process of raising Flora. He is mostly pacifistic —- even 
mets takes part in battle, it's usually as part of the rescue squad, 


or 
preparing some part of the plan Jayce devised. He doesn't like 
fighting in the mecha, and he doesn't like Flora doing it, either. 
Occasionally Gillian gets mad, and then he can be harsh and stern, 


but 

only very rarely. He seems to know practically everything, but his 

memory isn't what it used to be -- frequently he remembers the 
nature 

of the menace they're facing just as it's too late. He is an 

engineer/mechanic —- he built all their mecha -—- and a magician. 
There 

is no consistency to his magical abilities -—- one theme is that 
things 

tend to wear off, but he does seem to be able to do practically 

anything required by the plot. One suspects he was a lot more 

dangerous when he was younger. Worst fear: being considered old, 
and 

a poor wizard, by his fellow magicians. 

Herc Stormsailor 

This character is quite obviously based on Han Solo. I'd gauge his 
age 


to be somewhere between 25 and 32. Herc pilots a space-going 
reat Pride of the Skies (later, for no apparent reason, it's called 
Pride of the Skies II), which he uses both for licit transport of 

passengers and machinery, and illicit transport of not-exactly- 
ean There is some indication he may have been a pirate in 


the 
past -- he has an old girlfriend who turns out to be a pirate 
queen, 
for one thing. Herc's philosophy is "anything for money", and his 
desire for money borders on Ryo Saeba's desire for women. Not that 
Herc doesn't like women, but money is considerably more important. 
He 
is cynical, a wise-ass, money-grubbing, and cautious with his life 
in other words, Jayce's complete opposite. Despite this, the two 
of 


them have gotten to respect and be friends with each other, 
probably 

because they're the closest in age and gender. Herc is very 
galaxy- 

wise. Secretly he has a compassionate streak -- one suspects that, 

toward the end, even if they did pay him he'd stay with them. His 

worst nightmare is poverty. 


== Characters: The Villains == 


A bizarrely interconnected species with various forms and certain 
psi 
powers. The firstborn of the species have giant humanoid forms and 
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live in perpetual darkness, much like fungi, in Adric's lab, which 

their leader can teleport about the galaxy. When they exit the 
lab, 

they pass through a magical barrier which changes them into 
grotesque 

Organic vehicles. There are at least five humanoid leader-types, 
each 

of whom commands a certain type of vehicle-minion. Saw Boss, the 
most 

intelligent of them, commands all of them. 


The Monster Mind vines are not sentient, but respond to Saw Boss's 

mental commands. These are immensely thick, immensely fast-growing 

tentacle vines that can grow through space (say what?), burying 

themselves in planetary soil and leaching the planet of all of its 

nutrients. (There are some serious problems with the physics of 
this. ) 

When they implant in the soil (or at a mental command, or anytime 
the 

plot requires it), they prodce giant flowers, which quickly drop 
of f 

and produce fruits. These fruits mature into vehicle minions: Saw 

Troopers, commanded mentally by Saw Boss; Terror Troopers, 
directed 

by Terror Tank; Gun Troopers, directed by Gun Grinner; K. O. 
Troopers, 


led by K. 0. Kruiser, and the rarely seen gigantic Beast Walkers, 

presumably led by Beast Walker. Of the vehicle minions, generally 
Saw 

Troopers have enough intelligence to lead the other troopers in 

battle, K. 0. Troopers are so stupid they frequently kill 
themselves 

by accident, and the other two types appear to be of about equally 

limited intelligence, a bit smarter than K. 0.'s, but not much. 

Presumably, the humanoid leaders are smarter than their minions —- 

Terror Tank, in particular, appears to be relatively clever -—- but 

none of them, not even Saw Boss, could be said to be smart. 


The Monster Minds have a number of other, more specialized forms 


there are at least two types of minion that appear in only a few 
episodes, and they have also made identical copies of Jayce and 
Adric. 


Actually, despite their stupidity in the aggregate, the Monster 
Minds 

work better as villains than most American anime bad guys. What 
they 

want is nothing so abstract as power —— they want to grow and 
live, 

unfortunately at the expense of everything else alive. There can 
be 

no reconciliation between Monster Minds and any other race, 
because 

the Minds are parasites —- they will suck up all the life and 

nutrients that all creatures require to live. It is unclear how a 

Simple solar flare could produce such a profound mutation —- on 
the 

other hand, perhaps it wasn't such a simple solar flare. They get 

their powers from a mysterious magical force called the Black 
Light, 

and it can easily be speculated that this force had something to 


do 

with their birth. 

Their leader, Saw Boss, is the only one with any real 
intelligence. 


He (probably more precisely "it" -- a walking, talking fungus is 

unlikely to have sex organs; but his appearance is humanoid 
masculine) 

is clairvoyant, can speak directly through his Saw Troopers, has 

fooled or coerced various parties into fighting Jayce, and in 
general 

is a force to be reckoned with. Perhaps it is unfair to call him 

Stupid; he isn't as smart as Jayce, but then, few people are. In 
his 


humanoid form, he is extremely sensitive to light. 
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There are some major problems with this show. The names, 
especially 

the villains' names, grate on the nerves —- it's hard to take a 

villain with a name like Saw Boss seriously. The writers don't 

understand the laws of physics -- solar systems are referred to as 

galaxies, vines grow through space (and generate enough gravity 
that 

people can drive on them!), and there are planets shaped like 
donuts 

and potatoes. However, there are at least no flags flapping in 
Space 

(although "space lightning" does turn up at one point.) Worse than 

this is the lack of consistency to the magic used. Jayce's Ring 
seems 

to be able to solve any problem (aside from the total negation of 

magic, which happens once or twice), and no explanation is given 
as 

to why he doesn't use it all the time. Since he never uses it more 

than once an episode, it can be surmised that it has some 
f requency- 

of—-usage limitation on it, but this is never spelled out. 
Gillian's 

magic has conjured things out of thin air, frequently -- so why 

doesn't he conjure some real gold for Herc? Finally, and worst of 
all, 

there is a continuity -- but the episodes aren't shown in the 
proper 

order! Two vehicles called Spike Trike and Trap Jack appear in an 

episode toward the middle. In a later episode, Gillian makes them! 


There are three or four characters who recur, but it usually is 
not 

made clear that we have met them before. New vehicles and new 
types 

of Monster Minds appear and disappear, and appear again, with no 

apparent pattern. Thus, one has to try to sort out the continuity 
by 

intangibles such as how mature Jayce acts and how cynical Herc is, 
as 

well as by the presence or absence of recurring characters or 
later- 

appearing vehicles. Also, though there is a definite beginning 

episode, there is no ending —- Jayce never does find Adric, and 
the 

contrivances used to separate father and son get stale after a 
while. 

And the series has an annoying habit of throwing in preachy morals 
at 

the end of some of the episodes (Herc's pirate queen girlfriend 

reforms, a hunter who was trying to kill Jayce vows to devote his 

skill to hunting Monster Minds, etc.) 


On the other hand, the animation quality is definitely Japanese 
level 

-—-— five Japanese studios, among them Sunrise, are listed in the 

credits as the animators. The character design combines the best 
of 

Japanese animation (big, expressive eyes, long hair, mobile faces) 

with traits less irritating to Americans (the hero has red hair, 
not 

dark brown, the little kids are not deformed looking, etc.) The 
voice 

acting is considerably superior to most American fare —- it's 
loads 

better than Harmony Gold ( and don't say that isn't saying much—- 

consider the standards for the industry!) Jayce's voice actor is a 

little wooden in places (but considering some of the pompous lines 

they give him, it's a wonder he gets them out with a straight 
face!), 

but is perfect for the character —- he genuinely sounds like a 
teenage 

boy. The other voices (except for Oon, who I think changes voice 

actors in midshow) are also good, and are well-acted even from the 

beginning episode. The soundtrack is good —- there's one theme 
that 

appears late in the series that I really want on tape! The show 
has 

plenty of original and interesting mecha for those who like mecha, 
and 

the format of travel around the galaxy makes for a wide variety of 


backgrounds and societies. I personally think the characters are 

interesting and fun to watch, and the plot is more original than 
most 

anime tends to be -- teenage hero has to fight monsters, yes, but 
he 

can't hope to truly beat them unless he finds his father. The 

combination of magic and science has been appearing more 
frequently 

in American anime lately, probably because it permits neat-looking 
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machines without necessitating lots of scientific explanations, 
but 

I've never seen it mixed as well as in Jayce, where it seems 
perfectly 

natural for a wizard to be a mechanic. As far as realism goes, 

characters do indeed die —- one young man, obsessed with 
destroying 

the Monster Minds to the point where he endangered an entire 
world, 

rectified his mistake by sacrificing his life in a Japanese 
tragic-— 

but-noble fashion, and there are other examples as well. 


Jayce was produced by DIC Audiovisuel as a Canada/France 
coproduction. 

This gives me hope that a French version, with possibly more 

background and continuity, and maybe an ending, exists somewhere. 
My 

friend Mari Fujimoto, a Japanese anime fan, believes that this was 
a 

Japanese show created specifically for the purpose of export, and 

suspects there may be a Japanese-translated version someplace as 
well. 

If anyone out there knows anything more, please get in contact 
with 

me -—— the publishers of this magazine know my address. 


All in all, Jayce isn't the best show ever made, but I believe 
it's 

one of the best to air on American television. It had its flaws, 
but 

so do most popular Japanese shows. I believe it deserves more 

recognition from anime fandom than it got. 
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== Makkai Tenshoh (The Land of Demons) == 
== A movie introduction == 


One of the most popular and most unlikely heroes of Japanese 
legend 

and history is Amakusa Shiro Tokisada, the teenaged Christian 
leader 

of a 17th century peasant revolt against the Shogonate. Like most 
of 

Japan's greatest heroes, his story is a combination of both myth 
and 

documented record. Before his rise to national fame, his life was 

obscure, and after his defeat there was no one left alive to 
confirm 

or deny those stories. The defeated hero appeals to the Japanese, 
and 

Amakusa Shiro was certainly a definative historical failure —- 
except 

in this movie... 


The Tokugawa Shogunate, rising to power at the beginning of the 
17th 
century, reversed the previous rulers' policy of tolerance towards 


the 

rising number of Japanese Christians. In an attempt to create 
unity 

in the country, Christianity was outlawed and the penalties for 

practicing it were made severe -—- generally fatal. This 
persecution 

hit hardest in Western Japan where the majority of Christianized 

Japanese lived. This area —- also one of Japan's poorest -—- had 
been 


a focus of the efforts of European missionaries ((several Daiymo 
in 


this region had been converted and gave their support to the 

missionaries, as well as encouraged their followers to become 

Christian.)). Historically, there are many stories of attrocities 

committed against the Christians by the local samurai, who were 

anxious to prove their zeal to the Shogunate and allay any 
suspicions 

about their own religious affiliations. 


During this era, Western Japan also suffered from the heavy taxes 

levied by the Shogunate. These were raised frequently during the 
first 

half of the century, to the point where many could not pay them. 

Eventually, these two causes for unrest coincided with a 
particularly 

nasty Daimyo ruling the region and some ex-soldier peasants who 
were 

not used to being oppressed. In 1638, the unrest broke into armed 

rebellion. Whichever cause sparked the revolt originally, it 
quickly 

became a religious crusade -- most of the rebels were Christians 
and 

their most dynamic leader was a young Christian man in his late 
teens, 

who took the name Amakusa Shiro. 


Amakusa Shiro became the idealistic center of the revolt, whether 
he 

was truely the leader or if, as historians have suggested, he was 
the 

figurehead for more experienced, less charismatic military 
veterans. 

Whoever the real leaders were, the peasants' first efforts were 

amazingly successful. This was due mainly to the fact that the 
local 

nobility were afraid to make an accurate report to the *bakufux 

(Shogunate bureaucracy) authorities and admit that they had lost 

control of their lands. The first Shogunate army finally sent 
against 

the rebels also failed, due mostly to its own disorganization. 

Finally, troops from the Shogun under the partly titular command 
of 
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Lord Izu penned the surviving half- starved rebels in Hara Castle, 

located on the Shimabara Penninsula. When they successfully 
stormed 

the castle they slaughtered every last inhabitant -- some 35,000 

people —- down to the last child. 


It is here that the movie begins. 


It is night. Amid the flickering torches, a Noh play is being 

performed in honor of the victors of Shimabara. All around them 
are 

the remains of the battle -- or, rather, slaughter -- for the 

underarmed, starving peasants of the Shimabara Penninsula had not 
been 

able to defend themselves very well during the last days of the 

rebellion. The heads of slaughtered men, women and children are 

grotesquely displayed from every available stand. The chanting of 
the 

actor on stage reaches its highest pitch, and suddenly is echoed 
by 

thunder. There is a lightning-like flash, and the head of the dead 

leader Amakusa Shiro flies from its pearch, eyes wide open. 


As the glare of the flash dies away, the masked actor rises to his 

feet, apparently the only person left alive. The soldiers lie 
stricken 

among their victims as the actor threads his way through them, 

occasionally stopping to touch an impaled head, or mourn a 
particular 

death. He seems overcome with grief. Finally, trembling, the actor 

removes the Noh mask —- to reveal the face of Amakusa Shiro. The 

murdered hero has returned as a demon. A blend of his Christian 
faith 

and his Japanese heritage, he is unable to rest due to the 
violence 

of his death and the strength of his anger. Shiro is not merely 
full 

of grief for the dead. He is also angry and vengeful, angry at the 
God 

who abandoned his praying servants to the massacre, and vengeful 


against the Tokugawa Shogunate that decreed their deaths. Shiro 
demands of God a reason for the betrayal of their trust. Receiving 


no 
answer, Shiro commits the souls of his dead followers to the mercy 
of 
Heaven, but for himself -- renounces it and turns to Hell for the 
powers to punish the murderers of his people. He receives those 
powers. 
To achieve his vengence, Shiro must make other demons to aid him. 
He 
choses them carefully to fit his scheme of vengence, taking years 
to 


select the right people. Hosokawa Gracia, the beautiful Christian 

lady, is already dead when she joins him. Miyamoto Musashi is an 

unhappily aging swordsman. Kirimaru is a young ninja of a 
proscribed 

clan ((at the time, the ninja families were slowly being 
eliminated, 

either brought into line and serving with the Shogunate's growing 

secret police, or persecuted and eliminated if they were not 

supporters of the Tokugawa)). Hosoin Inshun is a monk and also 
master 

fighter with the bo (staff) -- as well as completely psychotic. 

Finally, Shiro recruits Yagyu Tajima, elderly swordsman and 
confidante 

of the young Shogun, and father of the movie's hero. 


Against the demons and Shiro's plan of vengeance stand only a few 

people. Like the major demons, they are also based on real people 
of 

Japanese history (or the legends of them, anyway!). Yagyu Jubei, 
the 

second son of Tajima, is a character out of real history. 
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Approximately ten years out of his life are a mystery, 


undocumented, 

after he had a major argument with his father [coincidentally, 
this 

argument was over the way the Christian rebels of Shimabara were 

treated...--PMS]. Therefore he has become a staple of Japanese 

historical dramas as the missing years of his life are filled in 
by 

the novelists. His battle against the demons is supported by the 

legendary swordsmith Muramasa (whose swords were all said to be 
either 

haunted or cursed...) and Otsu, the niece of the real, original 
Otsu 

who was Musashi's one great love; and a fictional peasant girl by 
the 

name of Omitsu. 


Since the heroes of the film must combat not just the powers of 
the 

demons but also the stupidity and gullibility of their own 
leaders, 

it is not surprising that their final victory is less than 
decisive. 


Shiro, played by rock singer Sawada Kenji with bishonen flair, is 
the 

pivotal character of the movie. More antihero than true villain, 
he 

is a hero who has turned to evil to right an enormous wrong. 

Nevertheless, he is a demon who must be destroyed. His weapon, a 

magical rope made of the hair of the martyred women of Shimabara, 

demonstrates the ambivilance of the character. His cause may be 

justified, but his means are not. His weapon is created of 
sentiment, 

but is used in anger and for revenge more than justice. Whatever 
he 

was before death, Shiro the demon is a beautiful, evil creature 
who 

has to be destroyed before he lays waste to all of Japan. 


Hosokawa Gracia (Kana Akiko) 


Hosokawa Gracia is the real-life model for Clavell's "Mariko" in 
SHOGUN. She was the wife of a samurai lord who despised her 
Christianity, but imprisoned rather than killed her when her 


family 
became involved in plotting against the Shogunate. She was 
eventually 
killed by a servant of her husband to keep her from being taken 
hostage for his behavior. In this version, she was killed in her 


own 
chapel, and because of this —- and the fact she was not ready to 
die, 
being still young and beautiful —- she has become an unquiet 
spirit. 


Shiro promises to return her beauty and to give her a chance for 
love 

(sex, anyway). She becomes an enthusiastic, if crazy, Supporter. 
Her 

job in Shiro's scheme is to inhabit the body of a young, mad 

noblewoman who then joins the court and seduces the Shogun in an 

effort to keep his mind distracted from the job of ruling Japan as 

well as perverting his behavior. This is not a difficult task... 


Miyamoto Musashi (Ogata Ken) 


Historically the writer of the swordsmanship treatise "The Book of 

Five Rings", he was also a hired warrior who fought both for the 

Shogun and against him at various periods in his life. In the 
movie 

he is seen as an unhappily aging man in what was, historically, 
the 

last year of his life. Musashi feels that life, love and fame have 

eluded him. His one love, Otsu, he was forced to abandon in the 
belief 
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that she weakened him. He has no students to carry on his style of 

swordsmanship, and he also has gained no riches. His life, he 
feels, 

can only be justified if he is indeed the greatest swordsman in 
Japan, 


but of this he is not certain. Yajyu Tajima, the founder of the 
Yagyu 

school of swordsmanship, has always avoided a duel with Musashi. 

Perhaps Tajima is better. Now Musashi is too old to fight either 

Tajima or his son, Jubei. Faced with an offer from the demons to 

restore his vitality and give him a chance to fight the Yagyus, 

Musashi —- dying of a stroke —- accepts Shiro's offer and becomes 
a 

demon. [His early life is the subject of the Yoshikawa novel 
recently 

published in English by Pocket Books—-PMS] 


Hosoin Inshun (Murata Hideo) 


Inshun is the next demon to be made and, unlike the others, is not 


very attractive person in either body or personality, but like the 

others he has a weakness that makes him vulnerable to Shiro. A 
monk 

of the Hosoin monastery, Inshun both hates and fears women. He has 

never really Known a woman, fears a woman's influence on his 
fighting 

ability, and wants sex desperately. He first tries to kill Gracia, 

then himself (more successful at the latter than the former!) and 

accepts an offer to be made into a demon (and get sex) as he is 
dying. 

He is the first demon to be destroyed, and no one misses him —- 

including his own side. ((So far we haven't been able to find a 

real-life source for this character.) ) 


Iga no Kirimaru (Sanada Hiroyuki) 


The other male beauty of this movie is the young ninja, Kirimaru. 
He 

is a member of a proscribed ninja clan and a protege of Yagyu 
Jubei. 

Kirimaru gets a lot more than he can handle when he becomes a 
demon. 

When the Koga ninja (who became the chief members of the 
Shogunate's 

secret police) attack his village, Kirimaru is the only survivor 

but he has been fatally wounded. Shiro offers to save the boy by 

making him a demon and Kirimaru accepts, not wanting to die. To 


his 
shock, Kirimaru finds himself Amakusa Shiro's private property, 
helping the demon in battle, incantations, and.... (the homo- 
erotic 


overtones are not in the least subtle). Kirimaru does not know how 
to 


handle this.... He doesn't feel Like a demon, and finally falls 
for 

a young peasant girl whose father has just been killed by the 
Shogun's 

men. He does not want to be what he is becoming, actually begs 
Jubei 

to kill him. Kirimaru finds it difficult to resist Shiro. 
Eventually, 

the young ninja picks the wrong time to do just that. 


Yagyu Tajima (Wakayama Tomisaburo) 


Head of the recently enobled Yagyu family, samurai and firm 
supporters 

of the Tokugawa Shogunate, Tajima was the swordsmanship teacher to 

both the current Shogun and his father. The Yagyu clan, possibly 
due 

to the newness of their title, is more closely tied to the Shogun 

personally than most. Popular history has given the entire Yagyu 
clan 

the position of Shogunate secret agents, but this has never been 

substantiated. In this movie Tajima, like Musashi, has grown old. 

Unlike Musashi, he has aged more gracefully. He has had many 
children 

(and grandchildren), taught many students, and gained fame and 
fortune 

-—- but he still has a major regret. He has never matched swords 
with 

his son Jubei, and that would certainly be a battle legends would 
be 
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made of! His loyalty to the Shogunate is more important and 
destroyed 

by the cortesan "Otama" (Gracia in disguise) and her influence on 
the 

Shogun, he plans to kill her and then himself to free the Shogun 


of 

her influence. Before he can follow through on his plans, Shiro 
gets 

to him, needing Tajima's power at court as well as his 
swordsmanship. 

Faced with death, his desire to fight his son is revealed to be 

stronger than his loyalty. 


Yagyu Jubei Mitsuyoshi (Chiba Shinnichi) 


Jubei has become a popular Japanese folk hero, generally played as 
he 

is here: A hard, independent, tough Toshiro Mufune-like character 
with 

little couth, but great sincerity. Although the hero of the film 
and 

the main continuing character (There is a TV series called "The 
Yagyu 

Conspiracy" starring the same actor), Jubei is not a terribly 

prepossessing character and spends the movie mostly reacting to 

outside influences. Great swordsman and Kirimaru's idol though he 
may 

be, he still wins his duel against Musashi with a trick. He is, 

however, the one character to resist the lure of Shiro's offer of 

immortality. (Then again, he's the only one not already dying or 
dead 

when it is offered.) Using a cursed sword and backed by his own 
skill 

and few supporters, Jubei is the only one who can save Japan and 
the 

Shogun. Under the circumstances, a 50% success rate is not bad. 


Muramasa (Tamba (?) Tetsuro) 


The famous swordsmith was renowned for his wonderful but "cursed" 

swords (they were notorious for killing off members of certain 

powerful clans. I think there was one mentioned in SHOGUN as well) 
and 

in the movie is the only person who can create a weapon capable of 

killing a demon. Tajima has discovered this and has Muramasa make 


weapon to kill "Otama". After his father joins the demons, Jubei 

learns of the sword and convinces the bitter, exiled Muramasa to 
make 

him a similar sword to use against Shiro and his own father. Only 
an 

evil sword can defeat evil. 


Otsu 


The original Otsu's niece and Muramasa's adopted daughter, Otsu 
hates 

the fact that she is falling in love with Jubei, a man all too 
much 

like Musashi -- the swordsman who broke her aunt's heart. She is 
still 

willing to help him against the demons. 


Shogun Tokugawa Ietsuna (Matsuhashi Minoru) 


This man is not one of the demons, but he doesn't qualify as a 
hero. 

He is simply a victim in the story, weak and easily swayed by a 

prettly face or convincing supporter. It is hard to believe that 
this 

man survived as long as he did in a position of authority. 

Historically, the Shogun is by far the least accurate of the 

characters, though Ietsuna does indeed have a reputation for 
having 

been a wimp. Since he was not born until 1639, it is really hard 
to 

match this adult with the real person. The Shogun in the time 
period 

of the movie should have been Ietsuna's father, Iemitsu, but would 

have been a bit old for the actor playing the part. Perhaps the 

Japanese moviegoers would not have been able to accept Iemitsu as 
such 

a weakling. It really shouldn't have taken demons to destroy 
Ietsuna 
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To obtain his revenge, Amakusa Shiro blights the crops in Japan, 

cauSing unrest among the peasantry [According to both Shinto and 

Japanese Buddhist belief, plagues, droughts, and crop failures can 

result when the gods are unhappy with the country's rulers...—— 
PMS]. 

Sparking revolt at a mass crucifiction of tax protestors that has 

Surprising results, Shiro leads the peasants against Edo. At the 
same 

time Gracia incinerates Edo Castle and its inhabitants, making the 

peasant revolt almost unnecessary. By the time Jubei finally 
confronts 

Shiro in the final moments of the film, it is too late for most of 
the 

characters, not to mention the history of Japan as we know it! 


This 1981 Toei movie was a departure from their usual "chambarra" 

films. While containing the typical battle scenes and lots of 
death 

and destruction, the film is much more a character study than 
their 

usual movies. The elements of magic were also a departure from the 

Standard historical samurai "flicks". Based on a best-selling 
novel, 

the movie had assured acceptance and was a big hit for Toei that 
year. 

Alas, no sequel has ever appeared, despite the defeated Shiro's 

promise to return some day at the end of the film. It is not too 

late...please? 


[An English-dubbed version of this movie, entitled "Samurai 

Reincarnation", is available -—- if you can find it! The script for 
the 

dubbed version is fairly accurate but the voice acting is 
agonizingly 

bad. There is also a sub-titled copy of "Makkai Tenshoh" 
available-- 

PMS] 
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== Reluctant Randall's Reviews == 
== Awakening? Push the Snooze Button! == 


SSSSsssssssssSS======py Randall Stukey== 
[This feature has not appeared in any of my publications in some 


years 
because my tastes are so different from the average anime fen that 


I 
sometimes think my opinions are useless. However, one of the few 
requests I receive is for more reviews in AV. So, here we are! 
Critics try to tell you what you have to like or dislike in order 
to 


be a properly cultured member of society. They are, of course, 

generally ignored. A reviewer, on the other hand, simply tells 
what 

he or she likes or dislikes and why -- giving you more information 
to 

decide whether you want to see the show, buy the book, or 
whatever. 


This column clearly falls into the review category. Just because I 

love something does not mean that you are an uncultured dolt if 
hate it, nor does it mean that you have poor taste if you really 
os ete I pan. After all, despite what the critics would like 
ee to believe, it is all a matter of personal taste -- and there is 
- disputing about taste--RSS] 


== Gundam Mobile Suit Volume I: Awakening == 


== written by Yoshiyuki Tomino == 
== translated by Frederik L. Schodt —— 
== published by Del Rey (Ballantine) == 
== September 1990, paperback, 212 pages, $4.95 == 
== ISBN 0-345-35738-8 == 


This book has been awaited with breathless anticipation by a 
number 

of anime fen since its announcement some months ago. I wanted to 
see 

it as well, but unlike most Gundam fen, I was not expecting 
anything 

fantastic. The Japanese produce a large amount of science fiction 
and 

fantasy every year, but little if any finds its way to America. 
There 

is a reason for that, most Japanese science fiction and fantasy is 

simply not very well written (by American and European standards, 
at 

least). Most Japanese SF, even that supposedly aimed at adults 
seems 

to read like a poorly written Juvenile. And you generally cannot 
blame 

it on the translation —- unless you believe that everyone that has 

been selected to translate a Japanese SF novel is simply a poor 

translator! I remember reading the Kodansha English Library 
edition 

of The Great Adventures of Dirty Pair and laughing myself silly —- 
one 

of the Dirty Pair novels supposedly won the Japanese equivalent to 
the 

Hugo award after all! 


Despite the fact that I was not expecting a wonderful read from 
Awakening, I was disappointed in the book and I think blame —- for 


once —- belongs on the translation. Frederik Schodt is not known 
me novels, he is known for works like Manga! Manga! and Inside the 
ar acne (both of which, by the way, I would recommend to any anime 

fan). The back cover blurb on Awakening states: "The GUNDAM story 
mau the classic elements of great science fiction: a devastating 
civi 
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war between the Federation of Earth and their rebellious off-world 

colonies, fought in the far reaches of space...and the near 
reaches 

of Earth's Moon." The blurb is correct, the story does contain all 
the 

classic elements of great science fiction —- but they are put 
together 

on the same level as that generic SF novel of some years ago. 
While 

I am sure that some of this is Tomino's fault, the responsibility 
for 

the awkward dialogue and the dry, pedestrian prose probably has to 
be 

laid at the foot of Schodt. Don't get me wrong, the story is 

interesting and your average Gundam fan will love it (except, 
perhaps, 

for the transliterations of some of the names) -- but it just is a 

inferior example of an SF novel. 


A short example of what I mean from pages 72 and 73: 
"Hurry! Put your seat belts on!" Fra said, seating the three 
children on the sofa in the office's cabin and strapping them 
in. 


Then the Pegasus shuddered again. This time the explosion 


seemed even closer than before. The covers on the bunk in the 
room, normally fastened with Velcro, flew off, and the three 
children screamed in terror and pain. Seat belts, even if made 
like restraining harnesses with two or three straps, dug deep 
into flesh. The younger boy's body slipped, and the strap 
around his chest pressed hard against his lungs; he began 
hacking. Then as Fra and the children exclaimed in surprise, 
the emergency combat room lights went out. 


The little girl wiggled out of her seat belt, crawled into 
Fra's lap, and clung to her in fear. She still had the 
softness of an infant, but Fra hugged her as hard as she 
could. In the semidarkness of the room she made a mental note 
of the emergency oxygen source, the video monitor that 
connected them to the bridge, and the shipwide phone. 


Had enough yet? Several fen to whom I read this passage to over 
the 

phone were rolling on the floor laughing their guts out by the 
time 

I finished the last paragraph. This scene is about as exciting as 
a 

police report of the incident would be and I wonder about "the 
younger 

boy"? Just where are his lungs that a restraining harness is able 
to 

press against them? (We'll be polite and not wonder why there 
wou Ld 

be so many restraining harnesses on a sofa in the "officer's 
room"! ) 

I mentioned that some folks will be a bit upset with some of the 
name 

transliteration choices that Schodt made. He admits this in his 

introduction: "I have therefore given priority to the original 

Japanese text, and some of the spellings I employ therefore differ 

from those popular in English language promotional materials and 

fanzines. For example, the name of Amuro rey's arch rival is often 

written as “Char,' whereas I have chosen “Sha,' which is closer to 
the 

Original." While I do not dispute Schodt's right to transliterate 
the 

names as he wishes, I do strongly object to the calling the 
character 

generally referred to as "Bright Noah," "Brite Noa!" Both "Bright" 
and 

"Brite" are pronounced the same in English so both should be 
equally 

"close" to the Japanese word. However, about the only place you 
see 

the spelling "brite" is in television commercials for detergents 


and 

dishwashing liquids! For me, at least, the normal connotations of 
this 

unfortunate choice of transliteration made it very hard for me to 
take 
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the character seriously. 


The book does have one major flaw that I know will upset many 
Gundam 

fen: Garma has little or no role in the novel. In fact, he is 
killed 

off -- more or less off-stage -- on page 90 after saying (if I 

remember correctly) one sentence in the entire book, "Glory to the 

Zeon Archduchy!" 


Despite all this books flaws —- and they are legion -- I ama 
Gundam 

fan and I must admit I found this book to be an interesting 
addition 

to my Gundam materials, even if it was not an interesting addition 
to 

my SF library. If you are a Gundam fan, this book is a must buy. 
If 

you aren't a Gundam fan, I would suggest you consider spending 
your 

money on something else. 


Randall's Rating: x 
Pat's Rating: * 


== Making Out in Japanese == 


== by Todd and Erika Geers == 
== published by Yenbooks (Charles E. Tuttle Company) == 


== 1988, paperback, 104 pages, $5.95 == 
== ISBN 0-8048-1541-0 == 


If you have taken a Japanese course, or even studied Japanese on 
your 

own, you are bound to have noticed that the Japanese taught in 

textbooks and the Japanese you hear on anime shows don't seem to 
be 

quite the same language! You didn't really expect the Japanese to 

actually speak Like a Japanese textbook did you? After all, how 
often 

to you speak the proper, formal English you were taught in school? 

Chances are that you never speak, and seldom have to write, in 
formal 

textbook-perfect English —- naturally the Japanese do not either! 


According to the bio data in the back, Todd Geers came up with the 

idea for this book when he was in Japan and "realized that what he 
was 

studying in his textbooks wasn't what he heard being spoken around 

him!" Todd and his wife have done an excellent job. Phrase are 
divided 

into categories (Chowdown, Bad Words, Lover's Language, to name a 

few), are marked by sex (the way a girl would say it vs the way a 
boy 

would say it or the way one sex would speak when addressing the 

other), and where needed additional notes on usage are given. 
Phrases 

range from "Nanka kawatta-koto atta?" (What's up?) through 
"Oshaberi!" 

(You've got a big mouth!) and "Tanoshimo-yo!" (Let's party!) to 
"Piru 

nonderu?" (Are you on the pill?). Then there is my personal 
favorite: 

"Honto-ni aishiteru-nara, “Sashimi taberu?'-tte kikanai-de." (If 
you 

really love me, you'll stop asking me to eat sashimi.) -- a phrase 

that I'm sure is used every day all over Japan.... [Note that I am 

using the special spellings that they use it the book to make the 

words easier to pronounce correctly—--RSS] 


I highly recommend this little book to anyone trying to learn 
Japanese 

or who wants to be able to understand some of the common phrases 
used 

on anime shows. Like any type of textbook/reference work in our 

society it is a tad overpriced, but I think you'll find the money 
well 
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spent. The only complaint I have about the book is that they do 
not 

include the Kanji versions of the phrases so it is sometimes hard 
to 


recognize then in print (but in all fairness, this is a book on 
spoken 
Japanese). 


Randall's Rating: **** 
Pat's Rating: **>x 
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== Anime Fandom Information == 

== by Randall Stukey == 

== Last Updated September 90 == 


[None of the organizations or publications mentioned in this 
article 


are associated with the Anime Publications Bureau (except for the 
ia Special Branch Groups, of course) in any way, so you are on your 
me in dealing with them. However, those listed as "APB Approved" 
mer ed following conditions to the best knowledge of the APB staff at 


the 
time this was written: 
* Strongly oppose the dubbing and sale of videos "for material 
profit of any kind" by those who are not licensed to do so by 
the 
copyright holder. 
* Are non-profit organizations run by unpaid fen for fen. 
* Are active clubs with approximately equal benefits to all 
members -—-— even those who live too far away to attend 
meetings. 
* Are generally ran in a democratic manner. 
* Produce their publications and other benefits more or less 
"on 
schedule" (for fandom, this means "give or take 3 or 4 
months"). 
* At least one APB member has had regular contacts with the 
club 
for at least one year. 
Please note, however, that neither the author nor the APB accept 
any 
liability if you find things to be different (or the addresses to 
be 


wrong, for that matter). Clubs can change their stripes 
overnight. 

Nor should failure to be listed as an "APB Approved" club be taken 
as 

a sign that the organization is corrupt and no good -—- it often 
Simply 

means that either the club in question is more of a local group 
that 

really does not know what to do with members who cannot attend its 

meetings or that the APB staff know nothing about the operation of 
the 

club at all! Clubs Known to be associated with "for profit" 

Organizations (such as Books Nippan's discount club) are not 
listed. 

If your club is not listed and you think it should be (or if the 

information we currently list is old and outdated), please send a 

letter with all the particulars to the Anime Publications Bureau. 
If 

your club is truly national or international in its activities and 


you 

think it qualifies as an "APB Approved" club, please get in touch 
with 

us ASAP, we would love to be able to list more "APB Approved" 
clubs! 


When writing any of these organizations, be sure to enclose a Self 
Addressed Stamped Envelope if you want any chance of a reply!] 
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APB SPECIAL BRANCH (APBSB) 

The APB Special Branch is club sponsored by the Anime Publications 

Bureau. All subscribers to the printed version of Animation 
Velocity 

are automatically members of thereof. It sponsors apas, special 

interest groups, and chapters. The APB Special Branch has a fair 
sized 

video library and a huge library of synopses, scripts, and 
articles 

on anime. While the APBSB is sponsored by the Anime Publications 

Bureau and its basic rules and procedures must be approved by the 
APB, 

it is a seperate organization and the APB is not responsible for 
the 


day-to-day operation of the organization. Check the APBSB area of 
this fan interests section for information on joining or on 
forming 
an APB Special Branch group in your area. Like FAST, this group 
has 
a strict "No dealing with video pirates" policy. You can contact 
the 
APB Special Branch at the following address: 
APB Special Branch President 
Ray Barker 
1008 Parkland Rd. 
Memphis, TN 38111-4008 
(901) 458-3856 before 9pm Central Time ONLY 


ARGON OF CANTEE 

Argon of Cantee is a fan club for fans of Anne McCaffery's PERN 

novels. It is mentioned here not because APB staffer Patricia 
Munson- 

Siter runs this club, but because its quarterly newsletter, 

DRAGONWINGS, often includes articles on anime as "filler." The 
club 

has a small friendly membership from all over the country and 
sponsors 

a social apa to encourage communication among its members. Argon 


of 
Cantee is NOT associated with "organized" PERN fandom, it is 
completely independent. You can contact Argon of Cantee at the 
following address: 
Argon of Cantee 
P.O. Box 455 
Box Elder, SD 57719 
EDC ANIMATION SOCIETY (EDC) 
The demise of the old general C/FO in the summer of 1988 left the 
EDC 
-—-— founded in 1982 —- as the oldest continually active non-profit, 
fan-run national animation fan club in the US. The EDC publishes 
NOVA, a huge fanzine full of fan fiction and articles (much more 
fanfic than articles), twice a year -- in theory, about once a 
year 
in practice, although they are really trying to stay on schedule. 
The 


EDC provides free dubbing and access to (at cost) photocopies of 

Synopses and scripts. The EDC has over ten very loosely 
affiliated 

(in most cases) local groups around the country (which are not 
"APB 

Approved" do to lack of direct contact by the APB Staff). 
Membership 

in the EDC is currently $8.00 ($10.00 foreign) for two issues of 


NOVA 
-—- even if that takes longer than a year. You can contact the EDC 


at 
the following address: 
EDC Animation Society 
P.O. Box 515942 
Dallas, TX 75251-5942 
FANS OF ANIMATION IN SOUTH TEXAS (FAST) 
When C/FO-San Antonio and C/FO-Austin pulled out of the general C/ 
FO 
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in 1989, they combined to form this new national group. FAST now 
publishes a small monthly newsletter that is to regularly feature 


Dunn artwork. For a while it did not look like FAST was going to 
survive (at least as a major national club) the retirement of all 
its 
founding officers (who had done most of the work for the past five 
years) at the end of July 1990. But it now appears that it will 
Survive as a national organization of some importance. In Texas, 
FAST 
has meetings in San Antonio and Austin and FAST has an active 
chapter 
in Buffalo, NY. FAST is famous/infamous (depending on your point 
of 
view) for its very strict "No dealing with video pirates" policy. 
For 
information on FAST, write: 
FAST Information 
c/o M. Scott McKee 
6213 Haney Drive 
Austin, TX 78723 


SDF-FORT WORTH 
The SDF-Fort Worth is yet another non-profit, fan run national 


animation fan club based in Texas -- this time in Fort Worth. SDF- 
Fort 

Worth publishes a bi-monthly newsletter called SDF-FILES. This 
zine 

averages 24 pages and is full of news, humor, translated manga 

reviews, fan fiction —- and occasionally serious articles. This 
zine 

is so silly that it cares a warning from the "Chief Protector 
Against 

Silliness" -- "Warning: The CPAS has determined that SDF-FILES is 

Silly. Reading issues may be hazardous to your finally developed 

sense of seriousness. Read at your own risk." If you like humor, 

this may be the club for you! Full membership is currently $8.00 


year. You can contact SDF-Forth Worth at: 
SDF-Forth Worth Animation Society 
c/o Mike Harris 
4928 El Campo #215 
Fort Worth, TX 76107 
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Animated Fantasy Group, The 
George Rock 

12300 Sherman Way #A4 

North Hollywood, CA 91605 


Animation/Fantasy Association, The 
695 West Inman Ave 
Rahway, NJ 07065 


Animation San Antonio [APBSB Base] 
4122 Tallulah 
San Antonio, TX 78218-3452 


Anime Circle of Enthusiasts 

Mark Keller 

25805 Calaroga Ave 
Alliance 

Hayward, CA 94545 


Anime Club, The 
John Chen 

400 E. 30th #201 
Austin, TX 78705 


Anime Club of Michigan [EDC] 
52630 Butternut 
Rochester, MI 48064 


[EDC] 
Anime Connections 
Jo Amie 
4613 S.E. Rex Dr 
Portland, OR 97286 


Anime Fandom Organization 
James Staley 

P.O. Box 268 

Jones, OK 73049 
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Indiana Animation Club 
Robert Earl Spencer 
5339 Winterberry 
Indianapolis, IN 46254 


Inland Empire Anime 
David Bliss 

1575 Lillian Lane 
Highland, CA 92346 


JASFA 

William Brehn Jr 
1640 French's Ave 
Baltimore, MD 21221 


Japanese Animation Fan 


Jevelyan 
P.O. Box 2015 
Hermet, CA 92343-0300 


Japanese Animation Fan Club 
William Chow 

6067 Battison Str 
Vancouver, BC V5S 3M7 
CANADA 


Japanese Animation Network 


c/o Creigh Tompkins 

9056 W. Broad Str #308 
Turkernook Shopping Center 
Richmond, VA 23229 


Japanese Animation Society 
Jon C. Hughes 

7160 Arcade Str 

St Paul, MN 55109 


Anime Hasshin 
Lorraine Savage 
P.O. Box 132 
Warren, RI 02885 


Anime Keiken 
1816 Third Ave 
Arnold, PA 15068 


Anime Sacramento 
Laurine White 

5422 Colusa Way 
Sacramento, CA 95841 


Anime San Fernando Valley 


Piece College Student Services 


6201 Winnetka Ave 


Japanimation USA 

Todd Allis 

2816 Sontiago Rd B 
Fullerton, CA 92635-2744 


Manasota Anime Group [EDC] 
Mark Dmuchowski 

848 Ponderosa Pine Lane 
Sarasota, FL 34243 


Michiana 

Jason Saylor 

4933 York Road 

South Bend, IN 46614 


Michigan Japanese Animation 
Fan Club 
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Woodland Hills, CA 91371 


Anime Vampires [EDC] 
Stephen Lin 

1741 Cloister Dr 
Richmond, VA 23233 


Anime-X [EDC] 
David Merrill 
3314 Ann Rd 
Smyrna, GA 30080 


Animated Film Association 
Jim Reddy 

4970 Isle Royal Ct 

Stone Mountain, GA 30088 
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Bill Hupe 
6273 Balfour 
Lansing, MI 48911 


Neo-Dallas [EDC] 
Donovan Floyd 

c/o EDC Headquarters 
P.O. Box 515942 
Dallas, TX 75251-5942 


North Bay Anime 

Todd McCullock 

1058 Eleanor Ave 
Rohnert Park, CA 94928 


Northwest Anime Society 
P.O. Box 68572 


Animerodo Seattle, WA 98168 


Jay Kubota 
1112 Mohawk Str Phoenix Japanimation Society 
Topanga, CA 90290 Tom Perry 
3241 E. Alatadena 
Animezanai Phoenix, AZ 85028 
Brian Henderson 
809 E. 19th Str Prince Planet Foundation 
[EDC] 
Santa Ana, CA 92706 David Merrill 
3314 Ann Road 
Ann Anbor Anime Organization Smyrna, GA 30080 
Time Eldred 
31340 Tamarack #6313 Rocky Mountain Fanimation 
Wixom, MI 48096 2256 Silent Rain Dr 


Colorado Springs, CO 80919 
Austin FAST [FAST] 


c/o M. Scott McKee Saint Louis Animation Fandom 

6213 Haney Drive Mike Eastman 

Austin, TX 78723 1681 Sherwood Forest Dr 
Florissant, MO 63031-1556 

Banzai 

Dave Doering San Antonio FAST [FAST] 

37 East 600 Ray Elliott 

North Provo, UT 84606 2618 Nacogdoches #B226 


San Antonio, TX 78217 
Bay City Animation Group 


Mitch Glasner Santa Barbara Animation 
3259 Malcom Ave Appreciation Association 
Los Angeles, CA 90034 P.O. Box 91729 


Santa Barbara, CA 93190 
Cartoon/Fantasy Organization 


Fred Patten Southern California 
Animation 

11863 West Jefferson Blvd Network 
Culver City, CA 90230 Lee Oeth 

4395 70th Str #21 
C/FO Cleveland La Mesa, CA 92041 
Michael Sherman 
1200 Seneca Blvd #201 Southern Cross [EDC] 
Broadview Height, OH 44147 c/o Chad 


3300 W. Park #1170 
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C/FO Orange 

Richard Reichman 

5141 Hampshire Ave 
Westminster, CA 92683 


Carolina Anime Theatre 

Ted & Debbie Delorme 

1721 Ashley Hall Rd #6-S 
[EDC] 

Charleston, SC 29407 


Cleveland Consulate [APBSB] 
Erik Noble 
11904 Carlton Road 
[EDC] 
Room 51@B 
Clevland, OH 44106 


Club Anime 
Melvin Jew 
[EDC] 
2914 Triway 
Houston, TX 77043 


Dayton Animation Club 
Rick Martin 

[EDC] 
1120 W. Fairview Ave 
Dayton, OH 45406 


Denver Anime International 
Randy Diamond 

Titanic [EDC] 
822 S. Oneida #f-211 
Denver, CO 80224 


East Coast Gaming and 
Animation Society [EDC] 

James Altenburg 

585 Fountain Dr 

Toms River, NJ 08753 


FAST: Buffalo (FAST) 
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Plano, TX 75075 


Southern Star 

Alex Orrock 

24950 Via Florecer #35 
Mission Viejo, CA 92692 


Space Battleship Artemis 


Mike C. Zalot 
506 Locust Ave 
Burlington, NJ 08016 


Space Battleship Iscandar 


Logan Wayfinder 
6271 Hill Str 
Ravenna, OH 44266 


Space Battleship Musashi II 


Joe Brubaker 
195 The Alameda 
San Anselmo, CA 94960 


Space Destroyer Nightshadow 


Lance Harlock 
1005 Mississippi 
South Houston, TX 77587 


Space Passenger Liner 


Michael Birchfield 
6501 North Woodlynne Ave 
Tampa, FL 33614 


Syracuse Consulate [APBSB] 
Stephan Brink 

Shaw 

775 Comstock 

Syracuse, NY 13210 


Ray Barker Valley Japanese Animation 
Society 
227 Woodward Ave Lee Dunning 
Buffalo, NY 14214-2313 15457 N. 38th Way 
Phoenix, AZ 85032 
Greater Chicago Megazone, The 


D.B. Killings Virgina Tech Animation 
Society 

P.O. Box 59167 L-3 Drapers Meadow 

Chicago, IL 60659-0167 Blacksburg, VA 24060 

Affiliated with: = West Coast Anime Pasadena 
[EDC] 


[APBSB] Anime Publications Bureau 
Special Branch 


James G. Lomax 

615 Las Lomas Road 
Duarte, CA 91010 
[EDC] EDC Animation Society 


[FAST] Fans of Animation in 
South Texas 


c/o Thomas Van Hook 
2900 Las Vegas Tr #2-120 


= 3-WA [EDC] 
= Fort Worth, TX 76115 


All other groups are independent, 
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ANIME JINAI?! 
Anime Jinai?! is probably the best of the anime apas. It is bi- 
monthly and it averages 300 to 40@ pages an issue. AJ?! is a very 
pleasant apa to be on and the interests of its members (most are 
older 
anime fen) cover everything from Jem to Transformers to shojo 
manga. 
Unfortunately, the wait list is long and people seldom drop out. 
Your 
author started out number 3 on the wait list and it took about 18 
months to get on the apa! For information on Anime Janai?!, write 
Anime House 
505-25 St. Dennis Dr. 
Don Mills, Ont M3C 1E6 
CANADA 


ANIME-KYO (Anime-Today) 
An APA dedicated to the fandom of Japanese Anime, Manga and 
general 
Science fiction. It's been around for about 2 years now, and our 
member ship has dropped slightly, and our coallator is look for 
new 
members. Anyone interested mail to the address below. 
John Sullivan 
3609 Chase Terrace 
Baltimore, Md. 20705 


APA-HO! 
Believe it or not, this ia a small apa devoted to Thundercats (and 
other less popular anime). It is published bi-monthly and is much 
more interesting than some of you anti-American anime bigots might 
think. If your interests include animation that isn't Japanese, 
check 

this one out. For more information, write: 

Liz Kopetz 

P.O. Box 111 

East Quoque, NY 11942 


BIRD SCRAMBLE 


This is an apa devoted to Gatchaman and Battle of the Planets. If 
you 
are a fan of these shows then this quarterly apa is something you 
might want to check into! This is another thick apa, although not 
usually as fat as Anime Janai?! For more information, contact: 
Carol Hoeke 
1818 Teasley Lane #803 
Denton, TX 76205-7780 


ENDLESS WARRIORS 
This quarterly apa is devoted to series like Saint Seiya, Samxrai 
Troopers, and Shurato. This is a good-sized apa and fans of these 
series would probably enjoy it. You can obtain more information 
from: 

Carol Hoeke 

1818 Teasley Lane #803 

Denton, TX 76205-7780 


SLASH: THE APA 

This semi-annual apa is devoted to slash fiction (mainly anime and 

manga, but not really restricted to that). '"Shash" refers to 
stories 

Or manga in which the sexual preferences of the characters are 
altered 

-- the term originated in Star Trek fandom with Kirk/Spock (say 
"Kirk- 

slash-Spock") stories. This apa is NOT for everyone —- it 
contains 
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somewhat graphic descriptions and illos of homosexual activities. 
However, I saw a copy of the first issue and was highly impressed 
despite what you might expect this apa is not "Sleazy" at all. 
For 


more information: 
BAST 


Et 


If 


2513 N.W. 34th 
Oklahoma City, OK 73112 


WELL OF SOULS [APBSB] 
This is a quarterly general SF/general anime/general manga apa. 


is small and very friendly. As discussions of just about anything 
remotely relating to anime, manga or SF/F are welcome, it might be 


good apa to get your feet wet with! Adult material is allowed. 


interested, you can write: 
Randall Stukey 
4122 Tallulah 
San Antonio, TX 78218-3452 
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The APB Special Branch is a new fan organization sponsored by the 
Anime Publications Bureau. It is designed to provide needed 


services 


are 


in 


to animation fandom around the world while providing fun and 
activities for its members. ALL Animation Velocity subscribers 


automatically members, others may join and receive voting rights 


APBSB's subordinate groups for a low annual fee (currently $5.00). 
Membership is required only if you wish to organize a subordinate 
group or be an officer or voting member of such a group. 


The APBSB has been deliberately organized by the APB as a quasi- 
independent organization. The APB establishes the organization's 
general rules, appoints its president, and retains final approval 
rights over subordinate groups. The APBSB is free to run its own 
internal affairs within these parameters -—- however, only those 


APBSB 


in 


this 


members who are actively involved in running organization or are 


charge of running one of the APBSB's subordinate groups will have 
voting/debating rights in the operation of the APBSB itself. The 
purpose of this odd organization structure is to help prevent the 
petty politics which has ruined other national organizations of 


type over the years. The rules governing the APB Special Branch 
follow, if you are interested in starting a APBSB Consulate, 


Embassy, 

Base, or Ship, please contact Ray Barker (1008 Parkland Rd, 
Memphis, 

TN 38111-4008) directly with your proposals. Do not send them to 
the 

APB -—- the APBSB is an independent organization —- the day-to-day 

operations thereof are not controlled by the APB (in fact, we do 
not 

even want to hear about them) ! 


Anime Publications Bureau Special Branch: Rules and Policies 
Fo SL LL SO SL LL 
Special Branch Membership 


Anyone can become a Regular (non-voting) member of the APB 

Special Branch by paying the organization's annual dues or by 

Subscribing to Animation Velocity for one year. Full Membership 
will 

be reserved for those members who are actively helping to run the 

Organization or are in charge of one of its sub-groups and who are 

willing to participate actively (and at their own expense) in the 

decision-making of the general group by being a part of the 
Special 

Branch Council. Full memberships may only be granted by the Anime 

Publications Bureau (APB) staff. Society membership shall be 
required 

for all officers and voting members of any and all sub-groups of 
the 

society. Any person who, in the opinion of the APB staff, harms 
the 

good name of the organization, causes undo trouble for the 

Organization leadership or the APB, or acts in a manner contrary 
to 

the best interests of the other members of the organization or 
anime 

fandom in general may have their membership terminated by a pro- 
rata 

refund of their current membership dues or Animation Velocity 

subscription. No person shall be a member of this organization or 
any 

of its sub-groups who cannot or will not sign the APB membership 

statement. 


Special Branch Government 


are 
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reading) shall be set by joint decisions of the staff of the Anime 
Publications Bureau (Patricia Munson-Siter and Randall 

Stukey) and are not subject to modification by the membership. 
However, the day-to-day operations of the APB Special Branch 

shall be delegated to a President appointed by the APB staff and 


Special Branch Council (composed of the Full members of the 
Organization). The Special Branch Council may organize as it 


wishes 


the 


that 


not 


both 


the 


and shall be charged with the enforcement of these basic rules and 
policies, the approval of new sub-groups of this organization, and 


approval such minor rules as may be needed for the day-to-day 
Operation of the organization. The actions of the Special Branch 
Council may be overturned by the APB Staff if the APB Staff feels 


the Council's actions are in violation of the letter and spirit of 
these basic rules and policies or that the council's actions are 


in the best interests of the APB itself. No person who is not 


a current member of this organization and active in the work of 
running this organization shall have any say in the operation of 


APB Special Branch or any of its sub-groups. 


Special Branch Sub-Groups 


Members of the APB Special Branch shall be encouraged to form 


apas, 


round robins, local chapters, special interest groups, writers' 


and/or 


artists' circles and the like based on animation and manga. 


The following types of APB Special Branch sub-groups shall be 
recognized: 


APBSB Consulates -- an anime/manga contact person (normally a 


Single 
member) for a city or other small area who can help people in his/ 


her 

area get started in the hobby by answering questions and/or 
dubbing 

tapes. 

APBSB Embassies -- a member who, in addition to performing the 
duties 


of a APBSB Consulate, will put on an open to the general public 
local 

anime screening at least once a month (again, normally a single 

member). 


APBSB Bases -—- an organized local animation/manga club that 
performs 

all of the duties of an APBSB Embassy as well as providing social 

activities, a local group newsletter/fanzine, etc. 


APBSB Ships -- Special Interest Groups (non-local groups 
interested 

in a particular series, artist, activity, etc.), apas, round 
robins, 

writers' circles, artists' circles, translators' circles, computer 

BBSs, fanzine publishers, or anything else that requires active 
member 

involvement and promotes animation and manga at the fan level. 


The following rules pertain to membership in APB Special Branch 
sub-— 
groups: 


1) All officers and all voting members of Special Branch sub- 
groups 

must be current members of the APB Special Branch in good 
standing. 


2) Fen who are not members of the APB Special Branch may be 
members 

of a Special Branch sub-group provided that they have no say 

whatsoever in any of the sub-group business or decisions, no 
matter 
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how local or trivial the business or decision may seem to be. Fen 
who 

are not members of the APB Special Branch who are members of a 
Special 

Branch sub-group must obey all the rules of the APB Special Branch 

while participating in any way in the activities of the 
organization 

and its sub-groups. For example, a non-member of the organization 
who 

is a member of a Special Branch apa would be agreeing to allow the 
APB 

to publish such of her efforts that appear in that apa simply by 

participating in the apa. 


3) Any current member of the APB Special Branch shall be eligible 
to 

become active in any sub-group of the organization and shall 
receive 

priority over all non-members of the organization in organization 
sub-— 

groups (such as apas and round robins) which only have a limited 

number of membership slots available. (In rare cases, exceptions 
to 

this rule may be granted by three-quarters vote of the Special 
Branch 

Council or granted by the APB.) 


The following rules pertain to the operation of APB Special Branch 
sub-groups: 


1) The leader of each sub-group of the organization must be a Full 
member of the APB Special Branch. 


2) A free copy of each of the sub-group's publications (including 
round robins, apas, and the like) must be sent to the APB promptly 
upon publication and the APB shall be free to reprint any material 
therein in any form in any of its non-profit publications. 


3) No sub-group of this organization shall allow its meetings, 

publications, or other activities to be used for illegal purposes 
or 

to promote illegal activities (e.g. no selling pot or bootleg 

videotapes at sub-group activities or announcing their 


availability 
from a certain member or non-member in an apa). A sub-group could 
hold rallies or publish editorials calling for the legalization of 
currently illegal activities so long as they are careful not to 
promote the activity itself while it is illegal. 


4) The leadership of each of the organization's sub-groups shall 
file 

a complete written report of the sub-group's activities (along 
with 

a complete membership roster) with the Special Branch President in 

June and in December of each year. 


5) The sub-group's rules (if any) shall be subordinate to the 
rules 
and policies of the APB Special Branch in all things. 


6) Special Branch sub-groups must operate as non-profit 
organizations 
and may not be associated with any business without the approval 


of 

the APB staff. 

7) No group shall claim to be a Special Branch sub-group or use 
the 

names and marks of the Special Branch unless currently approved as 
a 


Special Branch sub-group in good standing by the Special Branch 
Council and the APB. 
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If you did not already know, many of the tapes and much of the 

information the APB obtains and passes along comes from Japanese 
anime 

fans who many of our readers and authors have as pen pals. One of 
the 

first questions new anime fans seem to have is "How can I get a 

Japanese pen pal?" 


Obtaining a Japanese pen pal or two is not nearly as hard as you 
might 

think. The Japanese actually make it very easy. They have 
numerous 

"yen friend clubs" which are members of the Association of Pen 
Friend 

Clubs of Japan. If you send this organization a letter requesting 

information on how to obtain a pen pal, they will send you a 
brochue 

about the organization and an application (both are in English). 


The 
application asks such basic questions as your name, address, 
interests, age, peferred age-range of your pen-pals, and the Like. 
Of course, there is no no guarantee that you will get a pen-pal 
who 
is interested in anime (although most Jappanese of high school and 
college are at least somewhat interested in anime). However, this 
is 
a great way to make friends in Japan and to learn more about Japan 
itself. The address of the association is: 
Association of Pen Friend Clubs of Japan 
Hongo P.O. Box No. 100 
Bunkyoku, Tokyo 113-91 
JAPAN 
You need not worry about being able to communicate with a Japanese 
pen 


pal. Most of the younger Japanese have studied English for many 
years 

and their written English is generally very good to excellent. To 
be 

honest, I have never had any real trouble understanding what a 

Japanese pen pal was trying to say in a letter, while I have had 

trouble trying to figure out what some Americans (native English 

speakers yet) were trying to say in their letters. Oh, by the 
way, 

postage to Japan (Airmail) is only 45 cents per half ounce (as of 
June 

1990). 
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ANIME SCRIPTS 

Sue Shambaugh has translated many scripts over the years and will 
be 

happy to sell you a copy at a price that looks like it just covers 
the 

cost of photocopying and mailing. The following list of scripts 

available from Sue has been provided by Donna Rule, co-moderator 
of 


the Anime Echo on Fidonet (see the Anime by BBS section for more 
info 

on the Anime Echo). Your author must be honest, while Sue is 

prolific, her translations are too literal and sometimes too 
rushed 

in the opinion of many other translators -—- she translates more or 


less "word for word" instead of "meaning for meaning." However, 
these 


scripts are great for helping you understand what is going on in 
given 

film or OVA — just don't place any bets on exactly what is being 
said 


based on these scripts. 


As the scripts vary in length, you will need to write Sue at the 
following address (don't forget the self-addressed, stamped 

enve Lope) 
to find out the price of those you are interested in: 


C. Sue Shambaugh 
7713 Lafayette Forest Dr. #13 
Annandale, VA 22003 


Adieu Galaxy Express 999 

Akira 

Arni Again (Cream Lemon) 

Andromeda Stories 

Arion 

Arrivderci Yamato 

Beautiful Dreamer (Urusei Yatsura) 

Be Forever Yamato 

Black Magic M-66 

Bubblegum Crisis Scenarios 

Castle Cagliostro 

Crusher Joe 

Dagger of Kamui 

Dirty Pair Episode #26 (Beauties' Cannon is the Escape Keyword) 
Dragon's Heaven 

Escalation 1 (Cream Lemon) 

Escalation 2 (Cream Lemon) 

Etranger 

Farewell, Lovely Lupin (Lupin III Special) 

Final Yamato 

Fire Tripper 

Gal Force 2: Destruction 

Gal Force 3: Star Dust Wars 

Galactic Heroes Legend OAV #1 —- In the Eternal Night 
Galactic Heroes Legend OAV #2 - Astarte Encounter 
Galactic Heroes Legend OAV #5 —- Kastrop Riot 

Galactic Heroes Legend OAV #6 - Der Rosenritters 
Galactic Heroes Legend OAV #7 -—- Iserlohn Captured! 
Galactic Heroes Legend OAV #8 - Clear, Cold Cybernetic Eyes 
Galactic Heroes Legend OAV #9 —- The Klopstock Incident 
Galactic Heroes Legend OAV #10 - Jessica's War 

Galactic Heroes Legend OAV #11 - The Actress Exits 
Galactic Heroes Legend OAV #12 - Imperial Territory Invasion 
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Galactic Heroes Legend OAV #13 —- When the Rain of Grief Comes 
Galactic Heroes Legend OAV #14 —- Emancipation of the Frontier 
Galactic Heroes Legend OAV #15 —- Arnlitzer Star—Zone Encounter 
Galactic Heroes Legend OAV #16 —- New Currents 

Galactic Heroes Legend OAV #17 - Before the Storm 

Galactic Heroes Legend OAV #18 - The Lippschtadt Conspiracy 
Galactic Heroes Legend OAV #19-#22 (Titles unavailable) 
Galaxy Express Movie 

Galaxy Express TV Special: Eternal Traveler Emeraldus 
Gatchaman 1 

Granzort #40 

Granzort #41 

Harmageddon 

Iczer 1, Act 1 

Iczer 1, Act 2 

Iczer 1, Act 3 

JA TV & Movie credits song lyrics (27 complete lyrics) 
Laputa, Castle in the Sky 

Lensman 

Locke the Superman 

Lum the Forever (Urusei Yatsura Movie #4) 

Lyon Legend Flare 

Macross: Love, Do You Remember? 

Maison Ikkoku TV Episodes Synopses (1-32, as a set) 

Mako 2 (Cream Lemon) 

Megazone 23 Part 1 

Megazone 23 Part 2 — Please Keep it Secret 

Minky Momo — La Ronde in My Dream 

My Youth in Arcadia 

Nausicaa, Valley of the Wind 

Norlandia Affair (Dirty Pair) 

Nu Gundam: Counterattacking Char 

Odin: Photon Sail Ship Starlight 

Only You (Urusei Yatsura Movie #1) 

Outlanders 


Phoenix 2772: Cosmozone of Love 

Pop Chaser (Cream Lemon) 

Remember, My Love (Urusei Yatsura Movie #3) 

Star Trap (Cream Lemon) 

Tonari no Totoro 

Urusei Yatsura TV Ep. #1 -— I'm Lum, the Notorius! 

Urusei Yatsura TV Ep. #5 -— Shape-Changing Pretty Boy Rei has 
Arrived 

Urusei Yatsura TV Ep. #9 — Mysterious, Beautiful Sexy Sakura 

Urusei Yatsura TV Ep. #13 - I Hate Electric Shocks 

Urusei Yatsura TV Ep. #27 - Mendo, with Trouble 

Urusei Yatsura TV Ep. #63 —- Farewell, Bye Bye, Summer Days 

Urusei Yatsura TV Ep. #128 - Ataru vs. Mendo's Army Part 1 

Urusei Yatsura TV Ep. #129 -— Ataru vs. Mendo's Army Part 2 

Venus War Chronicles 

Wata no Kuni Hoshi (Un Blanc Jour d'un Chaton - A Kitten's 
Holiday) 

What's Michael? 

White Shadow (New Cream Lemon) 

Wings of Death: Albatross! (Lupin III Special) 

Wings of Honneamise: Royal Space Force 

Witch's Delivery Service (Little Witch Kiki) 


[If you know anyone else who produces scripts for anime fen at 
cost, 
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please have them get in touch with the APB so we can list them as 

well. Special thanks to Donna Rule, co-moderator of the Fidonet 
Anime 

Echo, for providing this list!] 
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If you have a computer and a modem, you have access to anime fen 

around the country. While all the major telecommunications 
services 

(e.g. Compuserve, Genie, etc.) have areas devoted to the 
discussion 

of animation, this article is going to discuss the non-profit 

information sources around the country: hobbyist BBSs that carter 


to 

the interests of the anime fan. Two BBSs are outstanding in their 

fields and get large write-ups herein. Why are they outstanding 
in 

their fields? Because their operators bothered to take the time 
to 

respond to my pleas for information. (If you run a free BBS that 
is 


either anime-oriented or has a major section that is anime- 
oriented, 

send me some information and I'll add a fuller description of your 

board to this list!) 


Outstanding BBSs (They provided info, so they must be 
outstanding! ) 


BBS Name: NUL 

Phone: (512) 692-0730 
Fidonet: 1:387/255.0 

Hours: 24 hrs/day except ZMH 


BBS Software: RBBS 
Baud Supported: 300 to 14,400 HST 


Location: San Antonio, TX 
Sysop: Jan Maaskant 
Anime Sigop: Randall Stukey 


What we offer: 


NUL is a large BBS (by the time this goes to print it should have 
500 

megabytes of hard drive space) devoted mainly to Fidonet echos and 

files. It does not have a lot of local (to the board) message 
areas, 

instead opting for numerous message areas Linked to other boards 

around the world. Among these it carries the ANIME echo (see 
below) 

as well as the COMICS echo, the SF echo, the SFFAN echo (SF 
fandom), 

and both TREK echos. NUL will be adding other SF/F related echos 

(such as the FILK echo) as they become available on the backbone. 
AS 

soon as the bugs are worked out of the San Antonio BBS community's 

link to USENET, NUL will again provide access to rec.arts.anime 
and 

rec.arts.animation (and perhaps other fannish newsgroups as well). 

The sysop has promised about 32 megabytes of hard drive space for 

anime-related files and we are making a good effort to get what is 
out 

there and to provide new GIFs and files generated in San Antonio. 
NUL 

is, of course, the home base for Electronic Animation Velocity. 
All 

files will be available for Fido File Request (although we reserve 
the 

right to prohibit anime boards that do not themselves allow File 

Requests from obtaining material from us by File Request — all 
part 

of the normal program of encouraging the free spread of 
information 

about anime). First time callers have access to the anime areas! 

[Fido Netmail can be send to your editor on this board, address it 
to 

Randall Stukey at 1:387/255.0. In theory, I can be reached 
through 

Internet at this address Randall.Stukey@f255.n387.z1.fidonet.org 
on 

this board as well, but the internet address has never been 
tried! ] 


BBS Name: TARDIS 
Phone: (703) 951-WHO1 [9461] 
Fidonet: 264/711 
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Hours: 24hrs/day except ZMH 

BBS Software: QuickBBS v2.64 

Baud Supported: 300-14,400 HST 

Location: Blacksburg, VA 

SysOp: Patrick Foley 

What we offer: 

The TARDIS is striving to be the Science Fiction fan's one-stop 

call for information on all aspect of fandom. Anime is a 
relatively 

recent addition to our area, but we do have some enthusiastic 
local 

fans. Carrying the FidoNet ANIME Conference is part of our 
"Master 


Plan" to be a complete SF BBS. 


Anime/Animation-related BBS List 
Late September 1990 


Fidonet 

Name Phone Number Baud Node # Notes 

Anime Archive (602) 995-8946 114/181 

Anime Lane (818) 762-3695 3-24 102/833 

Anime Online (619) 272-8752 3-24 

Data Shack (714) 962-8254 103/168 [Unknown] 

Dragon's Lair (415) 876-@299 24-96 125/169 

Electric Holt (215) 387-4326 

Fantasy World BBS (513) 878-8404 3-12 

Heart of Gold (714) 980-5808 

JapAn BBS (708) 437-5582 3-24 Chicago 
Megazone BBS 

()Lensman() SciFi (303) 979-8953 3-12 

Musubi BBS (808) 521-1355 

Nul (512) 692-0730 3-144 387/255 APB/FAST BBS 
[Freq] [A] 

One Step Beyond (408) 927-9756 


Outlaw Tech Zone (815) 654-9729 12-96 2210/654 [Unknown] 
Paradise IV (203) 743-4044 141/950 [Unknown] 
PC-Paradise (914) 255-8154 3-24 

Phoenix BBS (414) 233-5644 3-24 

Red October (512) 834-2548 

SDF-1 (214) 352-8029 3-12 

Starbase Boston 101/165 

Tardis BBS (703) 951-9461 3-144 264/711 

Terry's Place (714) 842-4277 ?-24 103/145 [Unknown] 
theWeb (203) 790-6612 141/735 [Unknown] 
Tomcat BBS (609) 877-0703 ?-96 266/27 [Freq] 
2032 (305) 384-9566 3-192 369/5 [Freq] [A] 
Valley of the Wind (415) 341-5986 3-24 204/3 Animag BBS 
Vortex BBS (516) 538-2731 12-96 


Name: The BBS Name 


Phone Number: The phone number 


Baud: The minimum and maximum baud rates are Listed 


3 - 300 baud 
12 -— 1200 baud 
24 -— 2400 baud 
48 - 4800 baud 
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96 - 9600 baud 
144 - 14,400 baud 
192 -— 19,200 baud 


Fidonet Node #: ALl boards with Fidonet numbers have been seen on 
the Anime Echo or the Comics Echo. Those boards without Fidonet 
number are boards which have an anime orientation or an anime 
sub-srction but are not tied to Fidonet. 


Notes: Those boards known to be associated in some way with a 


particular non-profit fan group are noted here as are the 
following special comments: 


[Unknown] - Messages from this BBS have been seen on the Fidonet 
anime 

echo 

—-— whether or not they have anime files and other info is not 


known. 
[Freq] — System normally allows Fidonet File Requests. 
[A] — System additionally carries some of the following 


echoes which may be of interest to anime fans: Viz Comics Echo, 
Protoculture Addicts Echo, Eclipse Comics Echo, Dark Horse Comics 
Echo. 


This list is maintained on NUL by Randall Stukey and Jan 
Maaskant. Do to the nature of the BBS hobby, the information 
listed on this list may be inaccurate or out-of-date, therefore 
we accept no responsibility or liability for any use of this BBS 
list. This BBS list is released to the public domain. Spread it 
around! Please send corrections, updates, or information on new 
anime-related BBSs to Randall Stukey either by leaving a message 


to 
Randall Stukey on NUL or by sending him Fido netmail (at 
1:387/255.150). 
Thank you. 
ANIME Echo 
An echomail area (a conference that any fidonet BBS can carry and 
any 


user of such a BBS can participate in with others from many other 

BBSs) devoting to Japanese animation is currently on the Fidonet 

backbone. This means that any BBS linked into Fidonet in North 

America should be able to obtain the ANIME echo by requesting it 
from 

his Net Coordinator (who may have to request it from "on high"). 
The 

tag name to request is ANIME. 


ALL the boards listed with Fidonet node numbers are currently tied 

into the ANIME echo. Message traffic already averages about 200 

messages a week (and with less than 15 BBSs active on the echo). 
The 

ANIME echo is new to the fidonet backbone, so it is up to you to 
help 

it grow by asking your favorite Fidonet sysop to pick up the echo. 


The echo is generally a friendly place, with two moderators who 


keep 
things from getting out of hand without being heavy-handed. It is 
much friender than USENET's rec.arts.anime! If you are an anime 
fan, 
have a computer and a modem, and regularly call a fidonet BBS that 
carries echos, it would definitely be worth your while to ask that 
sysop to carry the ANIME echo for you. 
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This is a new Fidonet echo devoted to animation of all types 

(Japanese, American, other), manga, animation fandom, and related 

topics. TOONS is envisioned as being the "SFFAN" echo for 
animation, 

whereas the moderators of ANIME want to try to keep the topic of 
the 

echo generally limited to Japanese Anime (as the SF echo is 
strictly 

for literature, not media), the moderators of the TOONS echo 
intend 

that anything that can related to animation in general should be 
on 

topic, whether it is Tiny Toons, Dirty Pair, Scooby-Doo, or 
fannish 

discussions, even fan politics is tolerated (provided that it does 

not get out of hand). Ads are still banned, however. 


The TOONS echo is carried on Southern Star (and is therefore 
available 

to those nets that get their echoes from Southern Star) and can be 

obtained directly from NUL (1:387/255 300-14,400 HST). At this 

writing, the echo has been up for less than a month and traffic is 

about 30 messages a week. 


If you are interested in both Japanese and non-Japanese animation, 


you 

will probably want to get your sysop to try to get both the ANIME 
and 

the TOONS echoes. However, unless your mail feed comes through 

Southern Star, your sysop may not be able to get the TOONS echo 
until 

it is finally picked up by the backbone. 


NOTE: The COMICS echo allows discussion of anime so long as the 

discussion related to manga and does not go on too long. The 
SFFAN 

echo also allows discussion of anime. 


ANIMENET (Anime File Distribution System) 


In order to help spread anime files around from BBS to BBS around 
ae country, ANIMENET has been started. It works somewhat like SDS, 
staat the other file nets. As this is being written, three boards 
si on ANIMENET (and several more are in the process of hooking in). 
ne boards currently on ANIMENET are NUL, Tomcat BBS, and 2032. If 
ee BBS would like information on hooking into ANIMENET, have your 
one netmail to Jan Maaskant at 1:387/255 ot Donna Rule at 
1:266/27. 


NOTE: ANIMENET can be an expensive happen as each board has to 
call 

another in the net to obtain the files. ALl three of the boards 

currently hosting the net do have high-speed modems, however. 


NUL Anime Files 


The following anime files are available for download or File 
Request 

as of January 5th, 1991. NUL allows first time callers to 
download. 


MOST, if not ALL, of these files are also available from other 
ae on the above BBS list that have an anime file area! So call 
ei board nearest you before making that expensive long distance call 
- NUL. Your pocketbook will thank you! 
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Anime/Amimation File List 


A88.GIF 7296 320x200x16 of a pilot from Area 88 
ADPCOP.GIF 8320 Anime Gif file 

AIM4TOP. TXT 2688 Aim for the top synopsis 

AKANE. GIF 16384 640x350x16 of Tendo Akane from Ranma 1/2 
AKANE. ZIP 71168 Akane Dancing Sequence (Autodesk Animator) 
AKIRA. TXT 10604 Synopsis 

AKIRAQ4. GIF 33152 320x200x256 crummy screen capture w/bbs—ad 
AKIRARV. TXT 3456 An akira review 

AKO3. TXT 1408 Project AKO #3 synopsis 

ALPHA1.GIF 4190 Anime Gif file 

ALPHA2.GIF 4535 Anime Gif file 

ALPHA3.GIF 4051 Anime Gif file 


ANIMANGA. 001 30754 Animanga Nuzu — Anime newsletter Vol. 1 
No. 1 

ANIMANGA. 002 51475 Animanga Nuzu — Anime newsletter Vol. 1 
No. 2 


ANIME.ENQ 15360 Anime Enquirer — East Coast Anime rag 

ANIMENL1. ZIP 74556 Anime Network Newsletter #1 (June 1989) 

APPLE_.GIF 8960 320x200x16 of a girl and robot 
(black«white) 

APPLSEED. TXT 2944 Appleseed synopsis 

AREA88. GIF 7168 Anime Gif file 

AS10G1.GIF 6047 Anime Stuff #10 Screen 1 

AS10G2.GIF 7051 Anime Stuff #10 Screen 2 


AS10G3.GIF 6925 Anime Stuff #10 Screen 3 


AS10G4. GIF 
AS10G5.GIF 
AS11G1.GIF 
AS11G2.GIF 
AS11G3.GIF 
AS11G4.GIF 
AS11G5.GIF 
AS11G6.GIF 
AS12G1.GIF 
AS12G2.GIF 
AS12G3.GIF 
AS12G64.GIF 
AS12G5.GIF 
AS14G01.GIF 
AS14G02.GIF 
AS14G03.GIF 
AS14604. GIF 
AS14G05.GIF 
AS14G06.GIF 
AS14G07.GIF 
AS14G08.GIF 
AS14G09.GIF 
AS7G1.GIF 

AS7G2.GIF 

AS7G3.GIF 


#14 
#7 S 
#7 S 
#7 S 
#7 S 
#7 S 
#7 S 


Screen 
Screen 
Screen 
Screen 
Screen 
Screen 
Screen 
Screen 
Screen 
Screen 
Screen 
Screen 
Screen 
Graphic 
Graphic 
Graphic 
Graphic 
Graphic 
Graphic 
Graphic 
Graphic 
Graphic 
creen 
creen 
creen 
creen 
creen 
creen 


OBWNPFPOUBWNPUB 


AUBWNF 


Copyright (c) 1990, 1991 by Anime Publications Bureau & Randall 


Stukey 


Electronic Animation Velocity 


94 


Volume 1 Number 2 


AS8G1.GIF 
AS8G10.GIF 
AS8G2.GIF 
AS8G3.GIF 
AS8G4. GIF 
AS8G5.GIF 
AS8G6. GIF 


#8 S 
#8 S 
#8 S 
#8 S 
#8 S 
#8 S 
#8 S 


creen 1 
creen 10 
creen 2 
creen 3 
creen 4 
creen 5 
creen 6 


AS8G7.GIF 16228 Anime Stuff #8 Screen 7 


AS8G8. GIF 17379 Anime Stuff #8 Screen 8 

AS8G9.GIF 12939 Anime Stuff #8 Screen 9 

ATARU1.GIF 18560 331x717x2 of Ataru catching Lum 

BAOH. TXT 15488 BAOH (The Bioweapon) Synopses 

BELLDAND. GIF 21888 434x579x2 of a dressed up girl 

BGC.GIF 512 80x8@x2 BubbleGum Crisis (yes, 80x8Qx2) 

BGC19.GIF 16000 Anime Gif file 

BGC28.GIF 14208 Anime Gif file 

BGC4.ZIP 10515 Bubblegum Crisis 4 —- Script 

BGC42.GIF 14336 Anime Gif file 

BGC43.GIF 15360 Anime Gif file 

BGC44.GIF 12288 Anime Gif file 

BGC4_RRD. TXT 4514 Bubblegum crisis #4 "Revenge Road" Synopsis 

BGC6. TXT 1762 Bubble Gum Crisis #6 Synopsis 

BGCSONGS. TXT 3712 translations of songs in Bubble Gum Crisis 

BGC_HIST. TXT 5504 Bubble Gum Crisis History 

BGC_RRD. TXT 4608 Bubble Gum Crisis #4 — Revenge Road 
(synopsis) 

BGMAN1_4. TXT 5632 Borgman (supersonic warrior) #1-#4 synopses 

BRIAREOS. GIF 3968 320x200x8 of that robot/rabbit from 
app Leseed 

BUGSROCK. TXT 1152 Bugs Bunny and Rocky script 

CAST.GIF 12934 Anime Gif file 

CDSLIST. TXT 14208 Listing of Anime CD's and record companies 

CHINA. GIF 4480 Chinese Girl riding a broom 302x303x2 

CJOE_INF.TXT 1792 Crusher Joe info from Sunrise International 

CJO_OVA2. TXT 5376 Crusher Joe OVA Volume 2 Synopsis 

CLARIS.GIF 19328 522x720x2 of a girl (clarissa?) 

COBOLT1.GIF 62464 Nice facial gif 320x20@x256 grey scale 

CRIOE.ARC 41699 Script: Crusher Joe 

CRSHANTH. TXT 7808 Crusher Joe anthology of synopses 

DANCER. ZIP 275072 Autodesk Animator file. 

DEELAH. GIF 4992 Anime Gif file 

DEVILMAN. TXT 15168 Translation from Newtype# 16 'Devilman' 

DOMINION. TXT 3968 Dominion Synopsis 

DP—CHAN. GIF 14848 Sorta of a "What If?" picture of Kei & 
Yuri. 

DP.GIF 49152 the lovely Angels... 

DPCHILDS.GIF 6983 320x200x16 Kei and Yuri as children 

DPD .GIF 17408 plamet surface from Dirty Pair 

DPD1.GIF 13952 Anime Gif file 

DPD2.GIF 8448 Anime Gif file 

DPD3.GIF 15104 Anime Gif file 

DPD4.GIF 17280 Anime Gif file 

DPD5.GIF 15616 Anime Gif file 

DPD6.GIF 19200 Anime Gif file 

DPD7.GIF 6656 Anime Gif file 

DPD8.GIF 4948 Anime Gif file 


DPD9.GIF 16384 Kei from the Dirty Pair 


DPGUNPOD. GIF 
DPKEI1.GIF 
DPKEI2.GIF 


26558 
8192 
6656 


640x480x2 Riding a gunpod like a bronc 
closeup of an argry Kei of DP 
color shot of Kei with a gun 
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DPLOGO.GIF 
DPOVASTF.GIF 
DPSINGIN. GIF 
DPTRICK.GIF 
like... 'ladie 
DPVOL5. TXT 
DRAKKEN. GIF 
DRGN_100. TXT 
backgrnd 
EAVQQ01. ZIP 
EAVQQ02.ZIP 
EAVQ003.ZIP 
EAVQ101.ZIP 


F16C. ZIP 
F1_3.1XT 
FIGHT. GIF 
FIREFLY. TXT 
FTPSITES. TXT 
GALF1-S. ZIP 
GALF2-S. ZIP 
GALF3-S. ZIP 
GALFORC1. TXT 
GALFORC2. TXT 
GALFORC3. TXT 
GALFORCE. TXT 
GEDV3. TXT 
GERWALK. GIF 
GOHDA. GIF 
GOKMANG2. TXT 
GOKOAV. TXT 
GOLGO-13. TXT 


121992 
119915 
101583 
152438 


151424 
4268 
230400 
4488 
884 
11963 
12952 
13179 
27648 
31872 
36352 
6144 
75393 
12800 
14972 
62464 
23808 
37248 


collection og DP video scans 

b&w sketches of Kei & Yuri 

640x480x2 Kei & Yuri singing on stage 
640x480x2 Kei & Yuri dressed up 


Dirty Pair, Volume 5, Episode 9 Synopsis 
Anime Gif file 
Dragon Century character description/ 


Electronic Animation Velocity Vol. 
Electronic Animation Velocity Vol. 
Electronic Animation Velocity Vol. 
Electronic Animation Velocity Vol 


®@, No. 1 
1, No. 2 
@, No. 3 
1 Number 


F-16 multi-view demo. 

F (Gunma?) Synopsis of episodes 1,2,3 
640x480x256 of akane belting some poor guy 
Grave of the Firefly , Synopsis 

Anime FTP sites 

Gall Force 1, "Eternal Story" - Script 
Gall Force 2, "Destruction" - Script 
Gall Force 3, "Stardust War" - Script 
Gall Force - Eternal Story 

Galforce II - Destruction (Synopsis) 
Galforce III - Stardust War (Synopsis) 
Galforce synopsis 

Script:Ginga Eiyu Densetsu 

Anime Gif File 

Anime Gif file 

Gokuu Manga translation #2 

Gokuu eye OAV script 

Golgo-13 The Motion Picture, scirpt file 


GOLGO13. TXT 
GRNZORT1. TXT 
GRNZORT1. TXT 
GUND80_2. TXT 
GUND80_3.TXT 
GUNDAM8Q@. TXT 
GUNDTIME. TXT 
HELCITY2. TXT 
HELLCITY. TXT 
ICZER. GIF 
KEI-EDEN. GIF 
KEI.GIF 
KEIGUN. GIF 
KEITOP.GIF 
KEIYURI1.GIF 
KIKI.GIF 
KOR-01. TXT 
KOR-@2. TXT 
KOR-03. TXT 
KOR-04. TXT 
KOR-@5. 
KOR-06. 
KOR-07. 
KOR-08. 
KOR-09. 


68352 
8832 
8790 
1664 
5248 
3546 

33408 
3968 
6016 
7552 

39936 
5120 
7168 

86784 

15872 
5632 
7808 
7680 
7680 
8576 
7936 

12800 
9088 
8832 

10240 


Synopsis of lots of Golgo-13 epsodes 
Granzort synopsis 
Mado King Granzort — Episode 1, synopsis 
Mobile suit gundum 0080, Vol 1 synopsis 
Mobile Suit Gundum #3 synopsis 
Mobile Suit Gundam, background, characters 
Gundum background information 
Hell City 2 synopsis 
HELLCITY Synopsis 

Anime Gif file 
image of Kei from "DP-Eden" 
Anime Character Kei 320 x 200 x 16 
has a gun pointed right at you 
Kei of DP, pulling on her top once again... 
DPaint drawing Kei & 
448x309x2 of Kiki 


Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 


Orange 
Orange 
Orange 
Orange 
Orange 
Orange 
Orange 
Orange 
Orange 


Road 
Road 
Road 
Road 
Road 
Road 
Road 
Road 
Road 


Yuri, use 


Episode 
Episode 
Episode 
Episode 
Episode 
Episode 
Episode 
Episode 
Episode 
Episode 
Episode 
Episode 


Csh 


#11 
#12 
#21 


OW 


Synopsis 
Synopsis 
Synopsis 
Synopsis 
Synopsis 
Synopsis 
Synopsis 
Synopsis 
Synopsis 
Synopsis 
Synopsis 
Synopsis 
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KOR-22. TXT 
KOR-23. TXT 
KOR-24. TXT 
KOR-28. TXT 
KOR-30. TXT 
KOR1-4S. ZIP 
KOR13-—24. ZIP 


18446 


Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 
Kimagure 


Orange 
Orange 
Orange 
Orange 
Orange 
Orange 
Orange 


Episode 
Episode 
Episode 
Episode 
Episode 
Episode 


Synopsis 
Synopsis 
Synopsis 
Synopsis 
Synopsis 
Scripts 


Episodes 13-24 


(Synops 
KOR16&17. TXT 
Synop 
KOR25-36. ZIP 
(Synops 
KOR36_40. ZIP 
(Synops 
KOR41-45.ZIP 
(Synops 
LAPU1.GIF 
LEMON. GIF 
LOG9QQ@9A. ZIP 
LOG9QQ9B. ZIP 
week 
LOG9@@9C. ZIP 
a Ge 
LOSTC.GIF 
LUM-NUDE. GIF 
LUM. GIF 
LUM.MAC 
LUM1.MAC 
LUM3 . GIF 
LUMSCOOT. GIF 
LUXOPC. ZIP 
MADOKA. GIF 
MARON1. ZIP 
MARON2. ZIP 
MCLIPS.GIF 
MECHA2.GIF 
MELOALNK. TXT 
MELOALNK. TXT 
MEX61-91.ZIP 
MEZ92-95. ZIP 
MEZONIK. ZIP 
MFB0Q4.GIF 
MFBQ5.GIF 
MFBQ6.GIF 
MFBQ8.GIF 
MFB0Q9.GIF 
MFB10.GIF 
MFB11.GIF 
MFB12.GIF 
MFB13.GIF 
MGAZONE3. TXT 
MGAZONE3. TXT 
Chars 
MINMEI.GIF 
MISA3.GIF 
MISA4.GIF 
MIYU. TXT 


9283 


18457 


12736 


11640 


19968 
15501 
63814 
81294 


63074 


39936 
7168 
8192 
8704 

18944 
7936 

34176 

380032 

21120 
8015 
6678 

115200 

12800 
1024 
1010 

15759 

10124 

23710 

16384 

12800 

13824 

16384 

19456 

13824 

19968 

15872 

16384 
3840 
3816 


13824 
38400 
79360 

6528 


Kimagure Orange Road —- Episodes #16/#17 
Kimagure Orange Road — Episodes 25-36 
Kimagure Orange Road — Episodes 36-40 
Kimagure Orange Road — Episodes 41-45 


320x200x16 of sky castle laputa 
Cream Lemon Anime gif file. It's black and 
Rec.Arts.Anime postings 09/90 week '‘A' 
Rec.Arts.Anime September 1990 postings, 
Rec.Arts.Anime September 9@ posts. Week 
Anime Gif File 
An Anime Gif (lum) PG-13 320 x 200 x 16 
Anime Chacter LUM 320 x 200 x 16 
Anime ReadMac 
Anime ReadMac 

229x704x2 of Lum 

540x659x2 of Lum and a scooter 

Lamp and Ball animation demo. 

640x400x2 of Madoka 
Assemble Insert, Part 1 —- Script 
Assemble Insert, Part 2 - Synopsis 

Anime Gif File 
Anime Gif file 
Meloalink (votoms) synopsis 

Meloalink synopsis 

Maison Ikkoku — Episodes 61-91 (Synopsis) 
Maison Ikkoku — Episodes 92-95 (Synopsis) 
Maison Ikkoku "Final" Movie —- Script 
Macross Flashback Anime Gif 

Macross Flashback Anime Gif 

Macross Flashback Anime Gif 

Macross Flashback Anime Gif 

Macross Flashback Anime Gif 

Macross Flashback Anime Gif 

Macross Flashback Anime Gif 

Macross Flashback Anime Gif 

Macross Flashback Anime Gif 

Megazone 23, part III synopsis 

MegaZone 23 III, Synopsis, Backgroune, 


576x720x2 of Minmei 
Anime Gif 

Anime Gif 

Anime synopsis 


MIYU. TXT 6500 Vampire Miyu, Episode 1 Synopsis 


MIYU_V2. TXT 3200 Vampire Miyu #2 synopsis—Feast of 
Marionnettes 

MIYU_V2. TXT 3142 Volume 2 synopsis (fiest of miyu) 

MLINK1. TXT 2560 MelowLink, Stage 1 synopsis 

MLINK1. TXT 2454 Melowlink 1 synopsis 

MLINK2. TXT 2176 MelowLink stage 2 synopsis 

MLINK2. TXT 2138 Melowlink 2 synopsis 

MOCHI. GIF 14345 Anime Gif file 
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MOCHI2.GIF 15701 Anime Gif file 

MORE43. TXT 4147 Ranma 43 synopsis (Mark Crispin) 

NADTIA1. TXT 4992 Nadia #1 Synopsis 

NADIA2.GIF 104209 431x324x256 of Nadia 

NADIA2. TXT 3968 Nadia #2 Synopsis 

NADIA3.GIF 124195 431x324x256 of Nadia 

NAUQ1A.GIF 12927 Anime Gif file 

NAUS3.GIF 17152 32@x224x16 of Nausicaa of the valley of 
wind 

NAUSICA. GIF 30208 576-720x2 of Nausica 

NAUSICA1. GIF 7206 Anime Gif file 

NAUSICA2.GIF 8875 Anime Gif file 

NAUSIKA. GIF 59648 608x832x2 of Nausika 

OR12. TXT 4224 Orange Road #12 Synopsis 

OR19. TXT 4096 Orange Road #19 Synopsis 

OR42. TXT 4608 Orange Road #42 Synopsis 

OR46. TXT 5248 Orange Road #46 synopsis (Ski trip) 

OR47. TXT 4480 Orange Road # 47 synopsis 

OR48. TXT 5632 Orange Road #48 Synopsis 

ORANGES. TXT 11454 Orange road #5 script 

OROAD_MV. TXT 3200 Orange Road the Movie synopsis 

OROAD_MV. TXT 3168 Orange Road Movie, review 

OROAD_TV. TXT 2560 Orange Road tv series #1 and #2 synopses 

OROAD_TV. TXT 2452 Orange road series 1,2 synopsis 

PAKO1.GIF 7921 Anime Gif file 


PAKO10.GIF 17352 Anime Gif file 


PAKO2.GIF 11301 Anime Gif file 

PAKO3.GIF 14601 Anime Gif file 

PAKO4.GIF 12408 Anime Gif file 

PAKO5.GIF 18430 Anime Gif file 

PAKO6. GIF 13436 Anime Gif file 

PAKO7.GIF 17942 Anime Gif file 

PAKO8.GIF 12790 Anime Gif file 

PAKO9. GIF 15878 Anime Gif file 

PANDA. GIF 3143 Anime Gif file 

PANDA. GIF 3584 Anime Gif 

PANDA2. GIF 3072 28@x255x2 of the panda, pi-chan, and cat 
PAPASAN. GIF 14336 Looks like Lum's dad 320x224x16 
PATLBRV1. TXT 1792 Mobile Police, Patlabor, episode 1 synopsis 
PAZU. GIF 7040 Anime Gif file 

PCOCKING. TXT 3072 Peacock King (warrior priest) #1 synopsis 
PI-CHAN. GIF 4096 255x325x2 of Ranma& the pig 

PLABR_V2. TXT 2048 Mobile Police Patlabor #2 synopsis 
PLABR_V2. TXT 2008 Pat Labor Vol. 2 synopsis 

PL_SCR. TXT 13312 PatLabor Script 

PRISSQ. GIF 11648 Anime Gif file 

RAM_.GIF 10624 576x718x2 Looks like Lum 

RANMA. @12 3666 Anime text file Ranma-1/2 tv synopsis 
RANMA. @13 3189 Anime text file Ranma-1/2 tv synopsis 
RANMA. 014 3580 Anime text file Ranma-1/2 tv synopsis 
RANMA. @15 2276 Anime text file Ranma-1/2 tv synopsis 
RANMA. 12 3580 Anime text file Ranma-1/2 tv synopsis 
RANMA. 13 3128 Anime text file Ranma-1/2 tv synopsis 
RANMA. 14 3520 Anime text file Ranma-1/2 tv synopsis 
RANMA. 15 2232 Anime text file Ranma-1/2 tv synopsis 
RANMA. 18 2218 Anime text file Ranma-1/2 tv synopsis 
RANMA. 19 4175 Anime text file Ranma-1/2 tv synopsis 
RANMA. 21 2599 Anime text file Ranma-1/2 tv synopsis 
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RANMA. 22 2799 Anime text file Ranma-1/2 tv synopsis 
RANMA. 23 2860 Anime text file Ranma-1/2 tv synopsis 
RANMA, 24 4431 Anime text file Ranma-1/2 tv synopsis 


RANMA. 25 4164 Anime text file Ranma-1/2 tv synopsis 
RANMA. 26 4391 Anime text file Ranma-1/2 tv synopsis 
RANMA. 27 3873 Anime text file Ranma-1/2 tv synopsis 
RANMA. 28 3073 Anime text file Ranma-1/2 tv synopsis 
RANMA. 30 4187 Anime text file Ranma-1/2 tv synopsis 
RANMA. 31 4453 Anime text file Ranma-1/2 tv synopsis 
RANMA. 32 3459 Anime text file Ranma-1/2 tv synopsis 
RANMA. 33 2915 Anime text file Ranma-1/2 tv synopsis 
RANMA. 36 3136 Anime text file Ranma-1/2 tv synopsis 
RANMA. 37 3089 Anime text file Ranma-1/2 tv synopsis 
RANMA. 38 2860 Anime text file Ranma-1/2 tv synopsis 
RANMA.EPS 1420 Anime text file Ranma-1/2 episode guide 
RANMA, FIC 37806 Anime text file Ranma-1/2 tv 

RANMA. GIF 11136 Anime Gif file 

RANMA. GIF 7168 Anime Gif 

RANMA, V12 48682 Anime text file Ranma-1/2 

RANMA1. TXT 22150 Anime text file Ranma-1/2 tv script 
RANMA13. TXT 3859 Ranma 13 Sysnopsis (Hitashi Doi) 
RANMA14. TXT 4172 Ranma 14 synopsis (Hitashi Doi) 
RANMA15. TXT 3126 Ranma 15 synopsis (Hitashi Doi) 
RANMA16. TXT 4033 Ranma 16 synopsis (Hitashi Doi) 
RANMA17 . TXT 3680 Ranma 17 synopsis (Hitashi Doi) 
RANMA18. TXT 3103 Ranma 18 synopsis (Hitashi Doi) 
RANMA19. TXT 5104 Ranma 19 synopsis (Hitashi Doi) 
RANMA2 . TXT 9208 Ranma 1/2 episode 2 script 

RANMA2@. TXT 3720 Ranma 2@ synopsis (Hitashi Doi) 
RANMA21. TXT 3508 Ranma 21 synopsis (Hitashi Doi) 
RANMA22 . TXT 3699 Ranma 22 synopsis (Hitashi Doi) 
RANMA23. TXT 3750 Ranma 23 Synopsis (Hitashi Doi) 
RANMA24. TXT 5349 Ranma 24 synopsis (Hitashi Doi) 
RANMA25 . TXT 5067 Ranma 25 synopsis (Hitashi Doi) 
RANMA26. TXT 4915 Ranma 26 synopsis (Hitashi Doi) 
RANMA27 . TXT 4389 Ranma 27 synopsis (Hitashi Doi) 
RANMA28. TXT 4031 Ranma 28 synopsis (Hitashi Doi) 
RANMA29. TXT 3656 Ranma 20 synopsis (Hitashi Doi) 
RANMA3. TXT 6390 Ranma 1/2 episode 3 script 

RANMA3@. TXT 5124 Ranma 3@ synopsis (Hitashi Doi) 
RANMA31. TXT 5397 Ranma 31 synopsis (Hitashi Doi) 
RANMA32 . TXT 4385 Ranma 32 synopsis (Hitashi Doi) 
RANMA33. TXT 3843 Ranma 33 synopsis (Hitashi Doi) 
RANMA34. TXT 2824 Ranma 34 synopsis (Hitashi Doi) 
RANMA35 . TXT 4701 Ranma 25 synopsis (Hitashi Doi) 
RANMA36. TXT 3770 Ranma 36 synopsis (Hitashi Doi) 
RANMA37 . TXT 3626 Ranma 37 Synopsis (Hitashi Doi) 
RANMA38. TXT 3399 Ranma 38 Synopsis (Hitashi Doi) 
RANMA4. TXT 9642 Ranma 1/2 episode 4 script 

RANMA4®@. TXT 3774 Ranma 4@ synopsis (Hitashi Doi) 
RANMA41. TXT 3936 Ranma 41 synopsis (Hitashi Doi) 
RANMA42. TXT 3467 Ranma 42 synopsis (Hitashi Doi) 
RANMA43. TXT 12185 Ranma 43 synopsis (Robert DeLoura) 


RANMA44. TXT 
RANMA45. TXT 
RANMA46. TXT 
RANMA47. TXT 


Hitashi Doi) 
Hitashi Doi) 
Hitashi Doi) 
Hitashi Doi) 


synopsis 
synopsis 
synopsis 
synopsis 


an nn 
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RANMA47. TXT 
RANMA49. TXT 
RANMA49. TXT 
RANMA5 . TXT 
RANMA5Q. TXT 
RANMA5Q. TXT 
RANMA51. TXT 


RANMA6. TXT 
RANMA7 . TXT 
RANMA8. TXT 
RANMATV1. DOC 
RANMA_QA.DOC 
RGALFORC. TXT 
RICK1.GIF 
RRABBIT. ZIP 
RYO2.GIF 
SCRIPLST. TXT 
SHE-ELF.GIF 
SHURATO1. TXT 
SHURATO2. TXT 
SISTERS.GIF 
SPACEGRL. GIF 
STARBL. GIF 
STUFF. IDX 
STUFF. IDX 
STUFF1. TXT 
STUFF10. TXT 
STUFF11. TXT 
STUFF12. TXT 
STUFF13. TXT 


#47 synopsis (Hitachi Doi) 

49 synopsis (Hitashi Doi) 

#49 Synopsis (Hitachi Doi) 

1/2 episode 5.script 

5@ synopsis (Hitashi Doi) 

#50 synopsis (Hitachi Doi) 

New Ranma Episode #51 Synopsis (Hitoshi 
Ranma 1/2 episode 6 script 

Ranma 1/2 episode 7 script 

Ranma 1/2 episode 8 script 

Translation of Ranma episode 1 

Questions and answers about the Ranma Manga 
Rhea Gall Force synopsis 

Anime Gif file 

Roger Rabbit demo. 

Anime Gif file 

List of Sue's scripts 

Anime Charcter (Unknow to me) 320x200x16 
Complete 'Novelization' 

Complete 'Novelization' 

640x480x256 of Akane&sisters 

288x548x2 of spacegirl (cute) 

Anime Gif file 

Anime Stuff Index of articles 

Anime Stuff Index 

Anime Stuff 
Anime Stuff 
Anime Stuff 
Anime Stuff 
Anime Stuff 


STUFF 14. TXT 
STUFF2. TXT 
STUFF3. TXT 
STUFF4.TZT 
STUFF5. TXT 
STUFF6. TXT 
STUFF7. TXT 
STUFF8. TXT 
STUFF9. TXT 
TABLE. GIF 
TCONS. GIF 
TEMPLUMN. GIF 
TERESA. GIF 
TOTORO. TXT 
UY5:.Z1P 


Script 


UYLUM1.GIF 
UYLUM2.GIF 
UYLUM6.GIF 
VENUSWAR. TXT 
VENUSWR2. TXT 
VFLAUN. GIF 
WICKED. ZIP 
X29-2A. ZIP 
YUKI.GIF 
YURI-EGA. GIF 
YURIO1V.GIF 
YURILA. GIF 


92004 
10752 
12032 
8448 
16896 
59264 
38144 
49664 
67712 
189440 
10752 
7040 
6912 
30976 
18965 


12928 
6144 
5248 
4508 
3712 
7936 

143744 
252672 
13115 


Anime Stuff #14 


Anime 
Anime 
Anime 
Anime 
Anime 
Anime 
Anime 
Anime 


Stuff #2 
Stuff #3 
Stuff #4 
Stuff #5 
Stuff #6 
Stuff #7 
Stuff #8 
Stuff #9 


640x480x256 of Ranma/Akane etc at table 
Technicon 1991 advertisement 


Anime 
Anime 


Character (Lum) Gif 
Gif file 


Totoro script 
Urusei Yatsura #5, "Boy Meets Girl" - 


494x712x2 of Lum 
220x687x2 of Lum 
173x638x2 of Lum 


Movie 


synopsis, characters 


Venus War Chronicle #2 synopsis 


Anime 


Gif file 


Wicked Witch of the west. 
Grumman X-29 demo. 


Anime 


Gif file 

of DP fame 
of DP fame 
of DP fame 
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ZAK. GIF 
ZEORYMER. TXT 


8192 Anime Gif Zak from Gundam, I think 
1536 Zeorymer synopsis 
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Electronic Animation Velocity is copyright (c) 1990 by the Anime 

Publications Bureau and Randall S. Stukey. All rights reserved. 
Except 

that the APB reserves the right to reprint or to allow reprinting 
of 

this material in other not-for-profit fan publications and to 
provide 

not-for-profit article reprints, all rights are returned to the 

Original artists and writers upon publication. 


Copying and Sharing Electronic Animation Velocity 


You are encouraged to copy this issue and give it to your friends 
and 
fellow anime fans subject to the following rules: 


1) The Electronic version of Animation Velocity may be freely 
up Loaded 
to BBSs and services like Compuserve and Genie provided that: 
a) no charge is made to download or otherwise access the 
file 
containing this issue, except for general connect time 
charges by the BBS or service. 
b) The file is not added to or changed in any way 
(exception: 
a different archiving method may be used). 


2) You may freely distribute the electronic version of Animation 
Velocity on disk under the following conditions: 
a) No charge whatsoever (other than the EXACT cost of a 
disk 
and the EXACT cost of postage -- no handling, service, 
or 
any other charges whatsoever) is made for the service of 
providing the copy. 
b) The file is not added to or changed in any way 
(exception: 
a different archiving method may be used). 

c) The file is not knowingly given to any person or 
Organization who makes or attempts to make a material 
profit of any kind (money, extra blank tapes, etc.) from 
the production, sale, or distribution of unlicensed 
videotapes. 


3) A copy of this publication may not be sold or given away with, 
as 

part of, or in association with any other item or service for 
which 

you charge a fee of any type without permission in writing from 
the 

APB. 


4) Original copies of this each issue of this publication (and 
T oter APB publications and anime-related files) will be available 
_ Fidonet File Request (or for direct download) from San Antonio's 
ae ears eee BBS, NUL (Fidonet: 1:387/255) modem: 512-692-0730 
(300/1200/2400/9600/14400 HST). San Antonio is on Starlink! 


Reprinting Individual Articles 


Permission to copy individual articles (without change of any 
kind) 

that do not relate to club news and activities from this 
publication 
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for NOT-FOR-PROFIT FAN DISTRIBUTION is granted, provided that 
proper 

credit (to both the author/artist AND TO THIS PUBLICATION 
(including 

information on how to obtain it) is given and that our copyright 

notice ("Copyright (c) 1989, 1990 by the Anime Publications Bureau 
and 

Randall S. Stukey") is printed either with the material being 

reprinted or clearly noted with the publication's own copyright 
notice 

(if any). APB requests two free copies of any publication that 

reprints our material (one for APB files, one for the author/ 
artist), 

however, this is not a requirement. Prior permission must be 
obtained 

in writing from the Anime Publication Bureau if an entire issue is 
to 

be printed or if articles relating to club news and activities are 
to 

be reprinted. This blanket permission to reprint is NOT VALID for 

publications which are being produced for profit or potential 
profit 

(e.g. Animag, Anime-Zine, Animeplus, Protocuture Addicts, etc. 
however 

these publications are free to negotiate rights that do not 
interfere 

with the APB's retained reprint rights with the individual 
authors), 

for publications which do not publicly oppose unauthorized for- 
profit 

dubbing, or for publications which do not provide similar blanket 

permission for other not-for-profit fan publications to reprint 
their 


material. "Not-for-profit" in this paragraph means "sold at the 
cost 

of printing and postage only" with no money from the publication 
being 

put into club treasuries, the editor's pocket as payment for his 
work, 

or the like. 


Material from this publication may not be sold or given away with, 
as 

part of, or in association with any other item or service for 
which 


you charge a fee of any type (including "voluntary" donations) 
without 
permission in writing from the APB. 


Various Legal Disclaimers 


The various anime characters, series, and features depicted or 

mentioned in this publication are copyrighted and trademarked by 
their 

owning studios, publishers, and/or creators. Copyright to any 

translations published in this publication remain with the 
original 

copyright owner. No infringement of these copyrights or trademarks 
is 

intended. 


The Anime Publications Bureau is a not-for-profit organization 
whose 

purpose is to educate the public about animation and manga. No 
person, 

business, or organization receives any profit from this 
publication. 

In the unlikely event that this publication ever shows a profit 

instead of a loss, all profits will be used in the public 
interest. 

The opinions expressed herein are those of the individual authors 
and 

artists and do not necessarily represent the opinions of the APB, 
the 

editors and staff of this publication, or any other person or 

organization. The Anime Publications Bureau is an independent 
fannish 

Organization. Neither the APB nor its operating staff have large 
sums 

(or even small sums) of money in the bank, own property, or have 
large 

insurance policies, so suing us if you do not like what we say or 


do 
will not get you anything other than large legal bills to pay, so 
instead of suing, just go out and produce a publication for fandom 
that you like better than ours! That's a much cheaper and more 
constructive solution... 
Although the information contained in this publication is believed 
to 


be basically correct, neither the APB, the APB staff, nor our 
authors 
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accept any responsibility for its accuracy. Use of the 


information 


contained herein is strictly at your own risk. 


There is no way to submit material for direct publication in the 
Electronic version of Animation Velocity, however, the APB 


we Lcomes 
submissions for the printed version of Animation Velocity (which 
are 
then reprinted in the Electronic version of the issue in 
question). 
Here is a copy of the current submission guidelines for the 
printed 
version of Animation Velocity. 
Editorial Address: 
Randall S. Stukey 
4122 Tallulah 
San Antonio, TX 78218-3452 
USA 
Fidonet: 1:387/255.150 
Internet: Randall. Stukey@p150. f255.n387.z1.fidonet.org 
(yes, it DOES work and I can reply :-) 
Introduction 
The Anime Publications Bureau is an independent, non-profit, fan 
publishing house. Although the APB works with FAST, the EDC, and 
other 


The 


anime groups, it is not subject to control by any of these groups. 


APB's goals are 


* to provide anime fandom with news and articles in a timely 
and 
non-profit manner through its quarterly fanzine, Animation 
Velocity. 

* to provide anime fandom with detailed information on selected 
animation series through its Series Reviews, again in a non-profit 
manner. 

* to provide a non-profit forum for fan writers and fan artists 

to 

express themselves through fanzines devoted to fan fiction and/or 
fan 

art. 


APB publications are all fanzines. While the APB tries to make 
them 

look as nice as possible in the very limited time and budget 
available 

to each publication, APB publications are not "professional" 

publications and do not claim to be professional! The APB does not 

have the money to hire translators ($4@ to $60 an hour) or 

proofreaders ($10 to $2@ an hour), have color separations done, or 

have its publications offset printed by the thousands (especially 
when 

we are only going sell a few hundred at most) so that the per copy 

cost is low. Every APB publication is edited by fen, written by 
fen, 

illustrated by fen, and (generally) collated and stapled by fen in 

their spare time. Fen just like you. None of the editors, writers, 

artists, collators, etc. are paid a dime for their hours of hard 
work 

(in fact we have lost relatively large sums of money [$400-$900 a 

year] for the past 5 years printing this stuff -- and this does 
not 

even count purchasing computer equipment and programs used in 
these 
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publications), so please cut them some slack when you find typos 
and 
formatting errors! 


Computer Information 


The APB uses a (cheap) IBM (XT) compatible computer that can read 
ae 360K MS-DOS disks and 3.5 inch 720K MS-DOS diskettes. If you 
react to a computer that can write to one of the above MS-DOS 
are (all IBM compatibles and many Atari STs and Amigas can), 


we 
really would prefer that you send your material in on disk. 
When sending material on disk, please send a self-addressed return 
mailer to we can send your disk back to you. And please, be sure 
to 
put your name on the disk label so we know who the disk belongs 
to! 
Text 
While we can, of course, accept text files in straight ASCII, we 
prefer them in one of the following IBM word-processing program 
formats: 
* WordPerfect 4.2, 5.0, or 5.1 
* Wordstar 3.3, 4.0, 5.0, or 5.5 
* DCA format (Displaywrite, SAMNA Word IV, Wordstar 2000) 
* Microsoft Word 4.0, 5.0 
* Multimate 
* Other IBM word processor formats may be acceptable if Word 
for 


Word Pro can convert them to WordPerfect format. 


When submitting text on a computer disk, please follow these rules 
when you are entering it into your computer. They will make it 
easier 
for the editors to import your work! 
* Never use underlining or ALL CAPITALS (use italics or bold 
instead). 
* Leave a blank line between paragraphs and do not indent the 
PLES 
line of a paragraph. 


Pictures 
We can use picture files in any of the following formats: 
* Line Art: GEM, Autocad SLD, Lotus PIC, Mentor Graphics, 


Videoshow, MAC PICT, Postscript, CGM, MS Windows, and HPGL 
* Bit-mapped Art: GEM, HALO DPE, PC-Paintbrush, MAC Paint, and 
TIFF. 
* Compuserve's GIF format 


The APB will be happy to accept pictures in one of these formats 
for 

the newsletter provided that the picture in question is either 
your 

own original work, you know for a fact the picture is in the 
public 

domain (not just think or suspect or believe, but would be willing 
to 

stake your life on it), or you enclose the artist's signed written 

permission to use it under our standard terms. 


Animation Velocity Submissions Policy 


General Editorial Policy 

Animation Velocity is a fanzine, it is not (and will not try to 
be) 

a professional publication. It is edited by fen, written, by fen, 


illustrated by fen. Fen just like you. So please submit something, 


will print the best of what we get! While perfection is definitely 
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required, a reasonable level of competence in writing or drawing 
is 

expected. As Animation Velocity is a large quarterly publication, 
we 

are always in need of more submissions —- we have yet to have too 

many ! 


The APB staff will try to print articles on series and features 


that 

are of most interest to the readership. However, we can only print 

what we get! If the readership wants to see articles on Urusei 

Yatsura, Ramna 1/2, and Bubblegum Crisis, but no one submits any 

articles on those topics, we simply cannot print them —- no matter 
how 

many letters of complaint we get). If the only articles we get are 
on 

The Archies, Smurfs, and Pound Puppies, then those articles will 

probably get printed, regardless of their extremely low popularity 

among the readership. Again, we can only print what gets 
submitted, 

so if you do not like the articles we print, get off your duff and 

write something for us! A few of our readers seem to think that 
the 

APB staff should do all the translations and write all the 
articles 

as well as produce the quarterly issue of Animation Velocity —- 
all 

we can say is that we do as much as we can (to the tune of over 
100 

unpaid man-hours per issue) and simply do not have time to 
translate 

and write everything too! 


General Rules 
1) Please do not send the originals of your work! Send only 
photocopies or disks. There are two reasons for this: 
* we hold submissions until we can use them, even if you send 
an 
SASE for the material's return, chances are about 99% that we 
will have lost it by the time we use the material. 
* the post office has a great record at losing items —- 
especially 
items that cannot be replaced. 


2) First consideration for publication of quality submissions will 
go 

to our subscribers. However, we can only publish what we get —- if 
we 

do not get enough material from our readership, we'll print 
anything 

from anyone (unless they are a video pirate). We're not proud, 
we're 

desperate -—- did you know it takes 3@ to 5@ thousand words to fill 
an 

issue of Animation Velocity?! 


3) Be sure to sign all artwork in a readable manner (and put your 
name 


and address on the back if you submit photocopies). Please put 
your 
name and address at the top of each page of an article. 


4) We will be happy to consider submissions that have previously 

appeared in other fanzines or apas —- but you need to tell us 
exactly 

when and where your submission has appeared when you submit it. 


5) The copyright to all articles and artwork is returned to the 
author 

or artist upon publication, however, the APB reserves the right to 

reprint the issue in which your art or article appeared, to use 
your 

art or article in future APB publications, to allow other non- 
profit 

fan publications to reprint your work so long as proper credit is 

given and to allow your material to be photocopied by various club 

archives for their members. If you are submitting someone else's 
work, 

they must agree to these terms in writing. By submitting your own 
work 

you are agreeing to these terms. 


6) Neither the APB or its staff take any responsibility for any 
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submissions. For your own protection, please submit photocopies or 

disks, not your originals! (We cannot repeat this enough....) 

Articles 

1) On major articles (over 15 double-spaced typewritten pages), 
please 

inquire before submission so that the editors can work out format 
and 


final length with the author. (We'd like to work with the author 
instead of having to make radical cuts.) 


2) If you do not have access to a compatible computer, please 
consider 

sending long articles to one of the volunteer typists listed on 
the 

first page of each month's issue of Animation Velocity. (If any, 
we 

currently are out of volunteers with PCs again!) 


3) We are looking for, first of all, informative articles on 
current 

or recent series, manga, or features/OVAs. However, we are not 
adverse 

to printing articles on older animation or manga, non-Japanese 

animation, Japanese history, culture, or mythology, anime 
roleplaying 

games, BGMs, etc. The series or OVA need not be a favorite of the 
APB 

staff for an article on it to be printed —- we will print articles 
on 

Urusei Yatsura, Bubblegum Crisis, and the like despite the fact 
that 

the APB staff does not find these things interesting. You just 
will 

not find staff-written articles on such series. 


4) If you want to arrange for your own artwork to accompany your 

article, that's fine with us. Just have your artist follow the 
rules 

for artwork submissions below and submit the artwork together with 

your article. 


5) Please identify -- completely and exactly -- the source of all 
non- 

original material used in your article. If you cannot identify the 

exact source of a quote or an illo from a Japanese anime magazine 
or 

the like, we can't use it. 


6) Although this is a fanzine, not an English assignment, please 
try 

to follow the rules of English grammar. If you do not, the editor 
will 

correct your grammar (to the best of his ability). However, as the 

editor only knows what he thinks you meant to say, not what you 

actually meant to say, the end result may not be exactly what you 
were 

actually trying to say! In particular, remember when you write a 

synopsis, write it in present tense (as if it were happening at 
the 


very moment you are writing it down) not in past tense. 


7) If at all possible, send in your article on disk. But if you 
cannot 

do so, please type or neatly print your articles. Please double 
space 

typewritten or hand-printed submissions and leave 1 inch margins 
all 

around the page. Never type or print your submissions in all 
capital 

letters, please! 


Trans Lations 

1) We welcome translations from Japanese anime publications 
provided 

that you completely and fully credit your source. 


2) Translations should be equivalent meaning for equivalent 
meaning, 

not "word-for-word". Most Japanese idioms and such make no sense 
when 

translated word-for-word! 
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3) As far as submission format is concerned, follow the rules for 
articles above. 


Fan Fiction 

1) While Fan Fiction has never been all that popular an item in 

Animation Velocity, we are going to continue printing it in the 
zine. 

Short works of fan fiction that are based on a series or feature 
that 

is popular among the readership are most likely to be used. By 
short 

we mean short enough to be completed in one issues with about five 


to 


for 


Aho 


it 


eight pages devoted to the story. Longer works should be submitted 


one of the APB's planned fiction zines (see below). Humorous fan 
fiction set in the Hotel Anime Universe is acceptable, but will be 
rewritten to conform to the history and background that Baka and 


have set up. 


2) As far as submission format is concerned, follow the rules for 
articles above. 


Artwork 

1) All illustrations need to be black and white line art that will 
photocopy well (large areas of solid black shading tend to copy 
poorly). 


2) Artwork of all sizes (up to 8 x 10) is needed, but smaller 
illustrations are more likely to be used as your average issue of 
Animation Velocity uses three to four times as many small illos as 


does large ones. Artwork will be reduced to fit if necessary -—- by 
repeated photocopy (unless the art is on disk -- if so it is 


scaled 


automatically to fit the space available by the publishing 


program). 


and 


Sorry, but a stat camera cannot be used —- each shot from a stat 
camera costs six dollars down here! 


3) Please sign your work with your full name (not just initials) 


place the names of the characters, mecha, and/or the series, 


feature, 


have 


or manga the illustration is based on near the artwork. If you 


more than one illustration on a page be sure that someone who is 
completely unfair with the series in question cannot confuse the 
labeling (in other words be consistent, don't label one on the 


left, 


not 


is 


another on the right, and a third to the upper left)! If you do 
provide this information, your illustration cannot be used. (If it 
an original character, label it as such.) 


4) Do not send originals, send good, clear, high quality 


photocopies 


or send a scanned image (at 200 and 300 dpi, if possible) on disk. 
Please submit artwork flat -- do not fold it, the fold lines look 
horrible when the artwork is reproduced. 


Letters to the Editor 

1) The APB staff really wants to hear from the Animation Velocity 

readership! The only real joy the APB staff get out of producing 

Animation Velocity is reading Letters of Comment from the 
readership. 

So write us! 


2) Letters to the Editor should be typewritten or neatly printed. 
aa ae also be concise and include constructive comment. Letters 
i. praise are always welcome (but may not always be printed). Letters 
“ disdain will be printed if their points are valid. Rude and 
overly- 
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Sarcastic letters, however, will either be trashed (if the 
writer's 

points are valid) or printed and replied to in kind (if the 
writer's 

points are invalid). Letters listing typos and errors will 
generally 

be ignored as pointless —- the staff is too small and has to work 
too 

fast to have much chance of improving things. Comments deemed 

offensive or libelous will be edited out. Letters may also be 
edited 

for length, of course. 


3) Letters that are deemed to be offensive to, or unnecessarily 
harsh 

on our authors, our artists, and -- especially -- our translators 
will 

either be trashed or heavily edited. Our authors, artists, and 

translators are generally amateurs and are not being paid for 


their 

hard work -—- and they do not need to be taken to task for every 
little 

mistake or for being less than perfect. A reader who feels that 
the 

work being done by the volunteer writers, artists, and translators 
is 

not good enough, should not waste time writing in and complaining 


he or she should instead write, draw, or translate something and 
submit it so we can all see by example how it should be done. 


4) If you feel that you simply must correct an important error of 

fact, please do so politely and without belittling the efforts of 
the 

Original author (by commenting on his/her education, the fact that 

he/she is not Japanese, or....) 


5) Please do not bother to "correct" the transliteration of names, 

however. There is no one correct way to transliterate a proper 
name —- 

-even different Japanese transliterate the same name in a 
different 

manner! We refuse to get involved in such silly arguments as 
whether 

transliterating the first name of one of Gundam's major as "Char", 

"Shah", or "Shaa'" is more correct. Such inane discussions have 
been 

the cause of too many hurt feelings in anime fandom over the 
years. 

6) Letters to the Editor need not be directly concerned with 
Animation 

Velocity. You can use a Letter to the Editor to speak your mind on 

anime, manga, or related topics. Just remember to be brief, 
comp Lete 

and clear, and polite! 


Series Overviews 

APB Series Overviews are a complex operation. Access to a 
compatible 

computer is a requirement for such a large operation. If you are 

seriously interested in working on a major series overview, please 

contact the APB for more information! 


Fiction Fanzines 

@BodyFirst = The APB is currently working on three anime fanfic 
zines. 

The titles of these books are tentative but submissions are 
currently 

being accepted for both! (Follow the normal submission guidelines 


given above. ) 


Anime 3-X! 

Two submissions currently accepted 

Here's the place for your graphic X-rated and slash stories, 
poetry, 

and art (bawdy filk songs, too). The only requirement is that the 

material must be erotic and must be based on anime or manga. We 
hope 

to be able to get a good mix of erotica so that about 50% will be 
the 

type that appeals to males and the other 50% will be the type that 

appeals to females. Slash stories (stories where the characters 
sexual 

preferences are altered) are welcome! If you are a fan of the 
Japanese 
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fanzines, Cream Lemons, etc., you know what we are looking for! 


Adventures in A-Space 

Four submissions currently accepted 

This zine will be devoted to fiction set in the A-Space of Hotel 

Anime. It will reprint the four currently existing Hotel Anime 
stories 

and hopefully will include stories by new Hotel Anime authors. If 

completed, a simple Hotel Anime RPG will be included so you can 
play 

out your favorite anime character's adventures in A-Space. Short 
humor 

pieces that are not Hotel Anime related are also welcome. 


Odd Tales of Animation 

Submit something or we'll drop work on this one! 

We are looking for stories, poetry, filk songs, and art based on 
just 

about any popular animated series, feature, or OVA for this zine. 


While this is not really a "family zine," no "slash" or "heavy R" 
or 


"X" rated material will be accepted. That means that you can have 
all 
the sex and extreme violence your story needs, so long as it takes 


place "off-stage". Material based on popular non-Japanese 
animation 


is welcome. 


Copyright (c) 1990, 1991 by Anime Publications Bureau & Randall 


Stukey 


illu 


